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figure out how to survive on your own. 


There are many secret areas in Abe’s Exoddus. They are always identified by the presence 
of green bottles somewhere in the area that leads to them. We have placed secret area 
Strategies at the end of each level chapter so we don’t ruin your fun in trying to find them 
and defeat the nasty Glukkon minions that have ytour Mudokon brothers imprisoned. 


\ 
So... Good luck. Save Mud S whenever you can. Make it signa oe 


_ Sr 


Nasty, nasty Glukkons. Make brew 
inneacent. Mudokon bends. Since yous 
destroyed RuptureFarms, Abe, they are get— 
tings bones from Necrum — the sacred srave- 


yard of the Mudokons — and the spirits of 


ON, 


your ancestors can't rest. / 


HemMites 


E 
bd 
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Look Out? — 


AN 


<7 + 


Ber you ‘da kee + é-to- o-know, ase oo 
Welly: here’ spat taure... ie Prepare 


Flyin | ng. SH igs 
OBrsidered to’ he the elite ofthe Sligl Rbuced IL GEPE SCN sii 


Sligs trade in their pants and guns for grenades and 
flying maeP ines} Lditho ough lack of training has made 
them not the sie of pilots. Ree can come in 
quite handy ot ere caaces Ve 


Nw A WE. 


12Glukkon will, Sligs 
Sowardly worms, victims 


(1) S’mo BS (5) 


Triangle 

Circle Freeze! (3) BS (6) 

X Git ‘im! (4) Help! (7) 
Square Here boy! (2) _—_ Laugh (8) 


*numbers in parentheses represent PC controls. 
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SlobBe ring doggies!What- Wie critters. 
he¥llp ursue YOUNO-tatt erwe at.‘Can be 
to 0 obey Sis -comrnands, though. 


gies 
“puppies. Need we say more. Take after 


their parerits, only smaller. A good leap can 
clear a Sloggie, but standing still is to 


= r.§ become puppy chow. 


“AIEEE |: upoczow swu 
Fleeches 8 m= 


rik Fleeches are one of the nastiest creatures) yore ~ 
you've ever encounteredrFastrrelentless as 
. Slogs, and with voracious appetites and 
ag whip-like tongues that can gobble you up 
v _ whole if they.hit you a few times — five, 
more or less. They can climb and willfol- 
/low you almostieverywhere. You'll have to be 
| smarter-than they are — not too ‘difficult — 
mass avery quick! | / “) F 4 


ee Ae 


\ 
f 3 p 
| d w Sf ee if 
lack, crawling smudd S Loves 
creaméwhen you stepion them. They can't hurt 
ir screams will alert the eae inevitable 
1e 26 zed Paramites 
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Scrabs 


Because they run faster than you, 
Scrabs will eat you for lunch or dinner 
at a moment's notice, However, they will 
» ngattackanother Scrab in thésame area, 
ignoting you-and j ust about-anythin sso Crabs - 


don'tclike: leeches, either (who does#); and you - 

8 can use ‘possessed Scrabs to get rid of =. 2." 7 
“= Fleeches. When depossessed, Scrabs simply go 7 
= about their business as if nothing happened. 
ss Possessing scabs \ 
any Whirl Powex« Jpegteiangle\) af 

Howl Me L1 + Square (2) aN 

alk - Just like Abe Pie ; 

Rutt py Just like Abe | @& 

Forward Jump Triangle (Spacebapys », 

Attack Square (Ctrl) —" 


WhirlWind Attack X (1) (after Howl) 


ee 


—— ~¥. 4 “numbers in parentheses tBhobenieReeptemtsich 


Paria ites 

Nea || 
ParamitesW encountered alone will 
keep their distance. Just don t.co net Clee 
But if two-or more aredi hé Same area, 


look outTheyturn feral 
learned to possess PaF 
them to pull rings and to 
Fleeches RRCREKS Ee possible ze 


nd “hungry. tole ve Bs 
w, Ab 
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Walk Just like Abe L2 + 


Howdy. (1) : All a ya! (6) 


Run Just like Abe 

Jump* Triangle (Spacebar) Circle Do it! (4) 

Eat Down X Stay (2) Attack (5) 
Climb Web Up/Down Square C'mon (3) 


*Jump to pull rings and on and “numbers in parentheses represent PC 
off webs. controls. 
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ee 
ae 


ee eee 
<a BS 


Greeters ~ 


“STRUCTURE 
THAT OF BIRD 


“HOLLOWS. 


Ken 8 


The boeaetty nye in-charge — or at least so they think. 
They can't imagine “bite lowly slave like you could bring 
down their empire, Time to prove them wrong. When you 

= get the chance, possess a Glukkon and have 
it order the Sligs around. This is the key to 


iF e 
f 


ied your ultimate success, Abe! 
iL | > SRVLL 
<— EXISTING C& pODEL = 
= ! Possessing Glukkons 
PROD li a FDRYFAIL HOLE + y 
io wa Tridngie*<Heyk (1) All a ya! (6) 


Circle Do it! (4) Help! (7) : 


ie X Stay (2) pera 
NEC Square Commere (3) Laugh(8) ~ ~~ 


*numbers in parefitheses represent PE controls. 
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Glukkons can walk or jump 
the same as Abe, but that’s 
about all. What do expect 
from nasty creatures who 
walk around on their hands? 


Good Advice 


Introduction 
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__ Hey Abe, this is no walk in the park. Here's 
~~ what you have to practice: 


Get good at the run/jump skill. 
Likewise, practice your run/roll ability. 
And your skill at throwing things. 


Sneak past sleeping enemies, and, especially, let sleeping 
Fleeches lie. 


Rolling lets you stop on a dime. And it really gets 
Mudokons who are following you going, too. 


Slap a Slig! It can buy you time... 


Learn to disarm bombs and avoid mines, but invite your 
enemies to enjoy an explosive moment. 


Lurk in the shadows, Abe, and they won't see you. 


Use your powers and chant to possess enemies. Destroy 
Chant Suppressors whenever possible. 


Use possessed enemies to kill other enemies and to 
operate some levers and rings. 


Listen, Abe. Sounds can tell you when 
someone is near. 


If you drink Brew, don't stand too long next 
to your own farts! Possess them! 


Learn to hold a grenade for a five-count, 
then throw for maximum control. 


Want to move a Mudokon? Just fart next 


to him. He’ll move! 


LeveL ONE: 
SOULSTOR@ MINING CO. 


Abe, your Mudokon 
brothers are being 
forced to dig the 
bones of your very 
own ancestors from 
these tunnels. Only 
you can stop this! 


Eur s Sn abe! 


aa aM a ae 
MEAT ai BiH Mis 


Read the Story Stone and follow 
the directions on the screen to 
make your way to the ledge in the 
upper left of the area and hoist 
yourself up. 


MIPOICOS 
Nothing to do here right 
now. Walk to the gap and 
lower to the next area. 


MIPOICZS 


Drop to the bottom and 
roll to the right. 


MIPOLCOF 


Run to the right. 


Wait! Check out the secret area. To find it, 

climb down behind the mine car full of bones. 

See Mines Secret 1 at the end of this chapter. 
ES 


Hmm. A bird ring and a barrier. Does this 
suggest anything? Try chanting and see 
what happens. Once the barrier is gone, 
proceed... 


, you do the work. Stand in front of the 
wheel valve and press Up on the D-pad to open the 
barrier. The Mudokon is unhappy, So Say Say, "Sorry" 
(L2 + O) to make him feel better. 


é  MIPOLCOS 
= Chant here to open the bird portal and free 
the Mudokon. hye 


¢ 


; mIPoIc C32 . 
. When you open the barrier this time, the 
Ke two Mudokons will breathe the laughing: 
gas and get goofy. Lead them to the nom, 
away from the gas. > 


Ss 


saps 
if 


3 ‘hin the tw kons lined up in front o 
two wheel tell them to work and t 
er to the | open. Continue to the r 


any limes, they 
¢ lo ickle them 
)) or they 


Pat 


S MIP OIC2ZF 
MIPOICIG Keep going up till you reach 


Chant to free the two the top. Then... 
Mudokons, then climb 


over the ledge and MIPOICIS 
use the liftto go upto Nowhere to go but right 
a new area. 


MIPOICZLI 
If you want to avoid gassing the Mudokons above, 
tell them to follow you to C20, make them wait 
there, and then go pull the lever and enter the 
doorway at the bottom. Return to the Mudokons 
and get them to follow you back through C19. Be 
sure to sneak past the Slig this time. The 
Mudokons will sneak with you. 


MIP OICIS 
Use the two Mudokons to operate the wheel vaives 
and open the doorways. Go below and pull the ring 
to release the barrier, then move back to C17. 


MIPOICIZ 
Chant here and the four Mudokons in C18 will 
escape through the portals. Now climb down the 
ledge. : : 


To sneak, hold the R2 button as you walk. Ahvays start sneaking on the 
previous screen — in this case C20. 


MIPOICZS 


Climb down again. 


MIPOICS# 


Look familiar? It should. You've been here 
before. Sneak into the next area to the left. 


MIPOIC3Z3 

Hide in the shadows, and when the Slig turns to 
walk away from you, sneak behind him. Wait in 
the shadows at the other end until he 

turns, then keep going left until you 

reach C08. 


MIPOICOS 

Sneak past the Slig and call the Mudokon 
when he leaves. Take the Mudokon to the 
next area. 


T Sligs giving you some trouble? 
Later on you'll get-a chance to 
take them out from the back- 

P ground. Pahence, Abe. 


OEWRK? 


oddus 


MIPOICOG 


Time to disarm some bombs. Tell your Mudokons, to wait, then roll up to the first 
bomb and hit it when it's green. The pattern is RRGRG. Once you have disarmed 
both bombs, bring all the Mudokons to C04 and watch them run to Safety. Then 
return to C05 and hoist up to the next area. oo 


This is a very good place to use the Quiksave™, just in case... 


COS MIPOICZS 

Slig and walk him When the Slig is standing in _ 

front of the teleport gate, — 
make him pull the lever. 


background. Walk — 


can jump in now, or be 
observant and find the 


secret... See 60 oe) 


or more information. 
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MIPOVICUI 
Walk to the right, through 


_ C09. Don't worry about the 


Slig below — not for now, 
at least. 


MIIPV1IC3SG 


- Well, isn't that special? Five 


hard-working Mudokons. 
Maybe they can help you... 


What do you say, Abe? Get _ 
_them to follow you back to 
those six wheel valves in 


35? Sneak past the Slig? 


_Make them work? End this 


level? You bet! 


MIPOL | 


* 


valves. What at 
going to do about t 
Well, first, snea 


S ~~ Mi 


Walldhrough 


Sesame 


 MUIIPO2CIS 
- That Flying Slig is going to give 


you trouble unless you get 
away from it. The best way is to 
run/roll quickly to the right, 
through C19 and C20 (jump 
the gap), and roll into a tunnel 
in C02. Keep rolling into the 
next screen and don't be too 
afraid as you plummet to a 
certain death... 


a get 


& 
sy 


a a A Na dl 


e 


| MIPO2ZC27 
_ That well was certai 
now wasn't it? Qui 


: check the secrets section at the end 
of this ta cagoets for Mines Secret 4. 


MIPOZCIS 

you’ve been here before, but this 
time you're behind a wall. There 
aren't any chant suppressors here, so 
you can possess the Flying Slig. Go 
for it! Then fly the sucker upward. 


ates 


MIPOZCIS — 

Drop a couple of grenades on the 
not-so-friendly Sligs and then fly 
to the left. ‘ 


3 
a 


" 

4% 

e 

:*% 
wf 
Sa 
Oh my! Nasty drills! But if you fly right — well, ‘ % 
actually to t you can get past them. :* 


you like flying around, you can 
But wher mm 're done, you can > 


z 


MIPOZCLIO 


MIPOZCIS 
Back with Abe, rur 
jump in the upper wel 


POLE & PO2CI Ps | 
you can roll to the left or look around to 
check out Mipps Secret So 


These Mudokons are sick from the brew. 
There's nothing you can do. Time to climb 
the upper path and take more Mudokons — 


through... 


ive St rateg 


MIPO3BCHL : 
There's a switch here that i 
on an electrical field fora 8 
moment. Think that might : 
come in handy? Let's try. Run oe 
the right, into the next area, — 
and lure some Slogs back here. 
your timing had better be 
good. you need to hit that lever before the 
‘Slogs can taste Mudokon meat! If you are 
quick enough, go back and offer the same 
treatment to the cute little pene | Now 
return to C13. 


furn the wheel vahie. 
without worrying abot 


MIPOICOL 
Jump to grab some rocks from the 
hanging bag and roll to the right. 


MIP OFCOZ 
Move to the sign that says "Stand Here" and 
do as it says. Face right and throw with the controller 
Down. Throw another rock with the controller to the left. 
Now turn to face left and throw a rock with the controller to 
the right to take out the final bomb. Switch the two levers 
and continue carefully to the right. 


MIP OFCOS 
Stand at the left side of the screen and throw a 
rock with the controller forward (to the right). Move two 
_ steps forward and throw another rock to take out the final 
bomb. Now you Can jump over the gap and climb to the upper 
path. Then go through the door in C02 to leave this area, and, 
asthe Sign says, there's no way back. Or... 


Check out Mines Secret 6. 


-  MIPOFCSZ 
____Walk down the stair-stepped path. At each 
__ step a barrier flies up behind you. 


He 
= 
z 
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MIPOFIC33 

if you still have some rocks left (a good 
idea), toss one to get rid of the bomb. 
Otherwise, jump over the bomb and col- 
lect some rocks, then blow it up. Now 
roll to the right. 


MIP OICS4F 
From the left edge, toss a rock to blow up one of 
the bombs. Now, for each bomb, roll one step 
closer and toss. Be careful. If you get too close, 
you'll be Mudokon chunks. When you're done, roll 
back to C33 and collect a fresh load of rocks. If 
you have one left, toss it and get a fresh supply. 
Now move on... 


MIP OILC3S 
Ah, more bombs. But now you also have a nasty drill to con- 
sider. Well, start tossing from a safe distance, and move care- 
fully around the drill. Destroy all the bombs, then roll just 
under the ledge on the left side and climb up. Jump across to 
pull the lever and stop the drill. Now drop back down and drop 
off either side to the area below. 


MIL. OLCZIG 
More bombs. More rocks. Toss away and clear the 
area. Now continue to the left along the bottom 
path. 


MAP OACST 

Pull the lever to lower the barricade, 

then backtrack and enter this area on the 

upper path. You don't need to clear all the 

bombs, just the ones that are in your way. 

Then jump over the rest and head 
through the door. : 


Stock up on rocks before 
you leave. 
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Blind Mudokon Zone 


MIPOFC2Z2 

Blind Mudokons have had their eyes sewn shut. They 
will keep walking in the same direction without 
regard for their safety. You'll have to be extra careful 
to save them, Abe. First tell the Mudokon in this area 
to follow. He'll start walking. Pull the lever to let him 
fall to the lower path. Chant to free him; the door 
opens and you can leave. 


Vinings 


“ 


MIP OFC2Z3 


Go to the lever and pull it to turn off the drill. 
Then walk to the right. 


Soulstorm 


MIP OIC2ZF 

Roll under the drill and stand up, pull the lever, 

and duck again before you get sliced and diced. 
_ Move on. 


MIP OFC2ZS 


Roll to a position just next to the lever. Stand and pull it 
when it's safe. Roll along, little Abe. 


Walkthrough 


MIP OFCZG 

Pull the lever on the upper ledge, then backtrack and 
bring the Mudokon here. Chant and free him, then enter 
the doorway. 


MIP OIC2ZT 
Toss a rock to blow up the mine. If you don't 

have any rocks left, roll under the first saw and 
then jump over the bomb before rolling under 2 
the second saw. 


MIPPOAC2ZS 
Stand next to the large boulder and toss a rock 

(controller Up), then step forward and toss 
i again. Move to the next area 

j 
— MIPOFC2ZD 
‘The wheel valve removes the barrier up above 
~~ so you can collect more rocks. Good idea. 

Return to C27 along the upper path and pull 
e top the saws. Take the _ 
d start chanting righ 

aE The 


~ md 


lcocacaun 


please the Mudokon and open 
the same time. You're 


i 


Soulstorm ™M 


‘Walkthrough 


_ turned into Mudok cu aks. Or, roll/run/jump to 


a 


ty Saws. Make your way to the small mesa in 

c le of the screen and jump under the saw as it" 
5 upward. A simple hop will take you safely across. 
DU Noticed the green bottles... Check Mines 

7. 


mee Wl 


i ee a 


ee terrae 


7 to time it so you can 
roll to the | ige, stan limb before you get 


've done that, head 


MIPOIFCOS 


Jump across the gap and continue 
to the left. . 3 


MUIPOFCIZ 
Nothing you can do here now. So 
continue the way you are going. 


MIPOICLII 

Whoa! Don't pull that lever. First, move those 
Mudokons back to C12 and leave them there to work 
until you figure out how to get them out of here. Then 
return and pull the lever. Get on the lift and go down 
two areas. Good thing you moved those Mudokons, 
don't you think? 


ee 
ee 
goes under the saws, and it's bye bye Sliggie! Lae. 
Take the lift down the rest of the way, then 5 


move ont she ‘oa area. 


? m6 z IPO4CI 5  ——_ a1P04C14 
upper pat and 


x 


Climb up to the next area. 


Fight £0 cos. 
s be 


Be 


m. tPOF¢ 


‘Now oo ag Pt 


bat 


tO backtra ck ane take care of s some unfin- 


Vining 


“4 


Soulstorm 


Walkthrou 1 
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MIP OFCOOD 

More Mudokons. And more saws. Run/jump 
across the gap and then roll under the saw. Jump 
to Catch the ring and turn off the saws, then make 
your way back across the gap. Now herd all three 
Mudokons back with you, down to the lift in COS. 
Collect all the other Mudokons scattered around 
this area, 
and then 
release them all in C07. You may need to look 
around for strays. Blind Mudokons are not all that 
smart, and tend to get separated from the pack. 
Once you've finished saving this small horde of your 
compatriots, head back to the lift in C11, ride it 
down, and then run to the right until you reach the 
door in C16. That's it. Move on, Abe. 


Mines 6 


MIPOSC2ZT 


Ready for some new challenges? Head to the right. 


MIPOSCOL 

Sneak to the right to avoid waking up the Slig, but 
don't get caught by the motion sensor. Stand still as 
it passes by you. Drop to the next level when you 
can do so Safely and go right until you reach C03. 


MIP-OSCOS 


Sneak past the sleeping Slig and once again 
avoid the motion sensor. 
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MIPOSCOF 4 
Another motion sensor, and some bombs. 
Drop down, jump carefully over the bombs, 
and return to C02 on the lower path. 


MIPOSCO2Z 

One more motion sensor to pass, a slow one 
this time. Jump the bombs and avoid the sen- 
sor. When you're past it, go Climb inside the 
mine car and get ready for some fun. Roll the 
car to the right, blowing up bombs and squash- | 
ing any Sligs who appear. Keep rolling until you 
get to C06 with a Slig and three Mudokons 
below you. ; 


T 


To climb into the mine car, stand in 
front of it and press Up on the D-pad. 


MIPOSCOG 

Wait until the Slig walks below you, to the far left of 
the Mudokons, then drop the mine car on his nasty lit- 
tle head. Exit the car, take the three Mudokons to the 
right and chant to free them in C07. Return to the mine 
car and start it rolling again. This time keep rolling 
over the precipice in C07 and down to C08, where it 
will squish another Sliggie. 


A Prd Square io drop the-car; also to 
( climb out of it. 7 


Pe, 4 


MIPOSCOS 
Climb out of the car and walk to the right. 


witha: 


Minin 


“ 


Soulstorm 


MUPOSCOO 
Roll to the bomb and disable it without trig- 
gering the motion sensor. If you wait too long, a Slig 
will appear. Use the platform to hide, then try again. 
Once the bomb has been disabled, return to the left 
and tell the Mudokon to follow you, then 
duck back to C08. 


MIPOSCOS 

Make sure the Mudokon is on the left side of the mine car. 
Be sure there aren't any Mudokons hiding in the shadows, 
then saddle up again, and roll over another couple of Sligs 
in CO9. 


MIP OSCOD 


Leave the mine car again and sneak into C10. 


MIP OSCLIO 

Once again, you have to roll up to the mine and disable it 
without triggering the motion sensor, then roll back to 
the left, tell both Mudokons to follow, then quickly back- 
track to C09. Position the Mudokons Safely out of the 
way, then use the mine car to roll over another Slig. Go 
back and collect all the remaining Mudokons and lead 
them to C11. 


MIPOSCLII 

Disable the bombs, then chant to release the 
Mudokons. Finally, get back into the mine car and ride 
it to C15. 


MAPOSCIS 
Leave the mine car for now 
and climb onto the upper 
path leading back to the left. 


MAIPOSCLIF 
Roll along the path, then stand 
and carefully lower yourself 


down the ledges on the left side MUPPOSCI2 
of the area. Enter the doorway and reappear on 


the other side of the mine car tracks. 
Tell the Mudokons to follow you and 
continue to the right. 


MIP OSCIS 
Free the four Mudokons 
and then return to C15. 


MIPOSCLIS 


Back at the mine Car, sneak into the 
next area to the right. 


MIP OSCIG 
Sneak behind the Slig, who is busy has- 
Sling a Mudokon, and disable the bomb 
before he sees you. Roll back to the 
previous area and climb into the 
mine car. The Slig will follow and, 
well, you know what to do. Road 
kill... Collect the three Mudokons 
and free them in C17. That's it. End of 
the line for this section. 


Vining 


“~~ 


Soulstorm 


Walkthrou h 
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MIPIOCIS 

you enter this tunnel in the background. You 
can see the exit in the foreground, but, of 
course, nothing is all that easy. Walk to the right, 


then sneak into the next area. 


MIPIOCLIO 

Sneak past the Slig, pulling the lever on the way. 
Climb the small platform and chant to possess 
the Slig. Walk the Slig all the way to the right 
and shoot the Slig in the foreground with a well- 
placed shot when it is directly in front of your 
Slig. Release the Slig and continue to the right. 


T 10 shoot the foreground Slig, press Circle and Down on the D- 
[ pad at the same lime. Be careful. Shoot a short burst when the 
p Slig in the foreground is also on the right edge of the screen. 


MIPIOCZO 


Jump in the well, ready to run. 


MIPLIOCZ1I 
You'll land just to the right of three not-so-friendly 
Sligs. Run for it! 


MIPIOC2Z2 
Pull the lever quickly, 
then keep running to 
the right, before the 
Sligs can catch up. 


Exchisive Strategy Guide 


MirP10C23 


_ Drop down the ledges to the next area... 


MIPIOCZ4 
Hit the ground running to the right. 
Don't waste an instant. 


MIIPIOC25S 
Don't stop for anything. Leave the 
lever alone. Just run. 


MIPIOCZCG 

Jump onto the raised platform and wait 
for the Slig who's chasing you to appear. 
Possess the Slig, then backtrack with him 
to kill all the Sligs in the foreground and 
the background. Before you release him, 
have him pull the lever in C25 for you. That 
wasn't So hard, now was it? When you're 
done, step in front of the teleport gate and pull the amd to be transported to 
the poeruroumen Walk to the left. 


MIIPIOCZS 


Enter the mine car and start rolling to the left. Blow up some 
mines in C22 and keep going until you reach C20. 


MIPLIOCZ—O 

Stop before you run over 
the Mudokons. Climb out 
of the car and collect the 
four Mudokons in C19 and 
C20. Take them to C18 
and chant to free them. 
Next stop, the Boilers. 


Walkthrough 
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Soulstorm 
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Back to Botlers 


MIPOGCIO 


When you appear from the doorway, run/jump to the left. 


MIP OGCO9D 

Run/jump to the left and make your way to the upper 
path. Be careful. There's a Flying Slig here. Try to stay 
out of its way. You're about to play a sort of 
Mudokon/Slig version of a cat and mouse game. Keep 
moving to the left. Use the shadows to hide, and jump 
between areas to confuse the little flying menace... 
continue until you reach C01. 


MIPOGCOL 


Pull the lever, then run back to the right. 


MIPOGCO2 
Run/jump to the upper right and turn the wheel. As 
the pressure gauge begins to rise, jump down and 
continue to the right. Listen for the sound of 
the Flying Slig. You'll hear him coming and have 
time hide. 


MIIPOGCO# 
Turn another valve and jump down again. 
Continue to the right. 


MIP OGCOG 
Turn the third and final valve and you'll notice that a 
counter has started. Time to run for it, Abe! Just keep 
running to the right. Run 
right off the ledges and 
keep going. You'll pass 
through C08, C09, C11, C12, 
Ct8, C14, C15, and COZ. Roll 
under the ledge in C07 and watch the fireworks. It's off to 
Necrum for you, Abe. Nice work. 


Secret Mines 1 
Start: MILPO01C04. 


Page 8 


MIPOTCI4A 

Use GameSpeak commands to posi- 
tion the three Mudokons next to the 
three vaive wheels and tell them all to 
work. This opens the barrier to the 
left. Now chant to release the three 
Mudokons and walk to the left. 


area, just return to the beginning ane ‘cont ue on. 


P 


MAILP?POS C37 


Run to the left. 


Secret Mines 2 
Start: MILP01C02 


MIPOICZS 


Secret Mines 3 
Start: MILPO2C04. 
Page 14 


Secret Mines 4 
Start: MILPO2C27 
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MIP OZCZT 

Instead of heading in the door, run/jump to 
the left. What do you mean, you'll never make 
it. Have faith. That's what this is — a leap of 
faith. And, yes, you'll land in the well you just oe 
were in, only this time it will bounce you to . 
the left side of the area. From here, headto 
the left again. . 


ma P02 3 7 


Ente ooh door to si to ue proud. Now run 


5 the Slig, take it to kill the hk and 
the first one. Now you're ready to 


s on the lower level 
e them. Then enter the 
7 and enter the door 


S x 
Exclusive Strategy. G 


Secret Mines 5 
‘Start: 7 MI 1P02 C1 1 


MAIPOZCIZ2 _ -_ 
Mudokons! Go ahead and chant 
and watch them escape, then 
return to C11. 


et Mines 6 
Start: MI1P04-C03 
Page 18 


MUPO4COZ 


ietead of leaving t the sc 


nM Z PO04C1 7 - 
Check out this situation. you've 2 Mud )kons, — 
drills, mines, trap doors, and levers. Looks the 
you'll have to figure out what to do. It's really quite _ 
easy. Toss a rock at the mine. Flip the lever io 
bring up the trap door nearest the ‘Mudokons, get 
them moving, and flip the lever again before they 
fall through. if you want to play it safe, take each 
Mudokon past the first trap door pg aualy: Bur 
what's the fun in ‘that? ao 


Lead the siege ns to ae next screen and bring 
them down to the lower path, then lead them back 
here and send them down to the area below using 
the lever one more time. Use the lever egal and 
run through it to join them below. 


Secret Mines 7 
Start: MILP04C04. 
Page 22 
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Secret Mines 
— Start: MILP04C05 2 2 | 
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“Necrum ee 


_NEPO2ZCOL 
Wow! That was some explosio 
you've got luck on our 

let's get going. Head t 


more info.” 
e to 
rossthe ~~ 


NEPO2CO03 
Jump the gaps and climb 
up to C04. 


h 


Hop to the right and down 
to the lower path. Keep 
going to the right. — 
= # 


NEPOSCOL 

Head to the right and roll 

under the tree in C02. 
a. - You'll fall, but not to 

NEPO2ZCI1I a 

Check the Story Stone, then 

chant and jump in the portal. Walk right and jump 

in the well in C07. 


Walkthrou 


Ss fOSCOF 
From ere you can get some 
rtant information. 
left along the lower 


Once you have seen all the 
information screens, roll 
off the 


One morestory = to 
n lower ourself from 
is you back 


~ ledge into the left-hand well, which $ 


Climb back to C03. . 
?, 
NEPOSCA. <i ) 
Now that you have done your studying, Abe, the upper door! is 
open and ready for you. Go on. Take the next step. 


a 


= e* 


NEPOSCO9D INEPOSCIGC | 
This spooky place is _ You're still in the Crypt. 
the Crypt, Abe. Walk © Check the” story stone here. 


Then go through the open 
door to the right. (you're 

not ready for the bird por- ghee 
tal yet. Leave that for later.) ‘BONEWERKZ 


ee 


to the right. 


INE PO3SCOS3 
Back here again. Well, there's a bird portal here, too. 
Maybe try chanting and jumping through. 


eae a SE 


PETZ Sy RASS SO ae PROS See ea 
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NEPOSCLIO 
Head to the right. 


INIEPOSCLILI INIEEPOICOS 
Not much to do here. Head to the right again. 
Enter the doorway. 


INEPOICOL 

Uh, oh. What are all these nasty creatures? I know you're not 
going to like this, but the sleeping green caterpillar crea- 
tures are Fleeches, and they'll eat you for lunch, dinner, or a 
midnight snack. The little crawling oil slicks are Slurgs. They 
can't hurt you, but they are noisy when stepped on. You'll 
see what I mean as you roll to the right. Drop down to the 
next level and be thankful those Fleeches are behind a wall. 


INEPOLCOZ 


More Fleeches! More Slurgs! Just continue down. 


NEPIOICIO3 


No walls protect you this time. Just jump down, run/jump to 
the ledge and into the well before the Fieeches gobble you 
up. Be quick and don’t make any mistakes. 


INIZPOILCOF 
Well, read the story stone and learn about Ghost Traps, 
then slap that Ghost Trap, and go through that door. 


INIEEPOGCOL 
Oh, no. More Sliurgs and another Fleech. 

you can see what to do. Sneak to the left ledge and 
pull the lever. So far so good. Now jump down without 
landing on a Slurg, and jump carefully to the right. 

Get up and pull the second lever, then jump down 

and into the door before the Fleech can 
slurp you up. 


OS The next few areas are ¥ 
good places to use the Quick 
Point Save, just in case... 


INIEEPOGCO2 

By now you know the drill. Fleeches and Slurgs and Levers, oh 
my! Sneak to the left lever. Be prepared. When you pull the lever, 
the first Fleech will awaken, so be ready to turn, hop, pull the 
second lever, and run/jump to the third. Once you have pulled 
the third lever, jump down again and into the door before you 
end up in the Fleeches' gullet. 


INE POGCO3 

Once again, start on the left. Pull the lever, then 
turn and hop to the right. Pull the next lever, walk 
and hop to the right and pull the third lever. If 
you're quick, you can do this before being ingest- 
ed... finally, drop to the ground and into the door. 


INE POGCOF 

Sneak carefully to the right and pull each of the three 
rings. When you're done, sneak back to the left and get 
up to pull the first lever. Now run/jump to the right, 
pull the second lever and then head for the door... 


INEPOFCOL 
Start by sneaking to the right 
ledge and dropping down. 


INE POLCOZ2Z 
Check the story stone, then 
sneak to the left and down. 


INE POFCOS 

Slap the Ghost Trap. You'll — 
see a green ring appear. 
This will come in very 
handy in just a moment. 
First, though, jump into 

the well to return to C01. 


 INEPOLCOL 
Quickly run to the left and lower your- 
self carefully down to C03. 


NIEPOLCOZ 
_ As soon as you reach the 
bottom, chant quickly to 


activate your new power - 
temporary invisibility - 
and then run/roll to the 
right. Hurry, you won't 
Stay invisible for long. 


INIEEPOFCOsZ 
Climb the ledges and double back to 
the left on the upper path. 


IVNIEPOFCOS 
Climb up to C02. 


INE POFCO2Z 

you may want to chant again here to 
Stay invisible, then climb again until 
you reach C01. 


iS ACSn te in WE ep STN TRI GOS 


INEPOFCOL 
The door is open... you know, 
to do. No time to waste 


INE POLCOF 
Run to the left and 
into the door in the 
next area. 


INE POSCOS 
INE POSCOG Chant to open the bird por- 
Run/jump to the left tal, then jump into it to 
to clear the gap, clear the wide gap. 
then on to C05. Continue to the left. 


INEPOSCOFA 
Jump into the well and return 
to C05, in the background. 


INEPOSCOS 

Now you can jump into the well, or continue to 
the ledge to the right. If you jump into the well, 
you'll enter the Paramite Vaults. The ledge leads 
to the Scrab Vaults. 


BONEWERKI 
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To Mudanchee (Sc 


NEPOSCOS 


Jump in the well. 


INIEPOSCO2 
“you'll land here. 
Walk to the left. 
| 
INEPOSCOL : » 


Jump into the well. It will take you to 
PVP01C01, the beginning of Mudancheée, the 
Scrab Vaults. Or check out 


To % 


NEPOSCOS + 


Climb down the ledge to the right. you'll 
drop some distance, land in some wells, 
and end up on a ledge in C08. 


NEPOSCOS 7 

Walk to the right and jump into the 
well in the next area. This takes you 
to the beginning of Mudomo, the 
Paramite Vaults. Good luck, Abe. 


cabs 


* 


Ae 


Se 


cret Necrum 1 
Start: NEPO2CO02 
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INIEPO2Z2CO2 

From the lower ledge, run/jump back to the right, 
then lower yourself from the hidden ledge. you'll 
fall into a well and end up in cos. 


IVIEPOZCOS 
Jump across the gap. 
without getting shot and | 
continue to the right. 


NEP02Cc09 
‘Walk, jump, and ry 


: to the right. « 
NIEPO2€ 4 oO es 
immediately cal he three => 
Mudokons and tell them to fol- 
low you, but immediately tell. 


them, to wait, before they w alk 


Walkthrough. 
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Secret Necrum 2 
Start: NEPO5CO01 
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IVIZEPOSCOL 
Roll to the left to enter a 
secret place. 


NEPOSCIOY, 


MELEE OMT 


% 
sg 


 MUSANCHEE VAULTS 
(SCRABS) 


Free the ghosts of your 
ancestors in the ancient 
Mudanchee area, the 
breeding ground of the 
Scrabs. Use the Scrabs 

to help you in your 
quest, but don’t get in 
their way! Watch out 
for Fleeches, and find 
ur Mudokon brothers 


Aes Oddworld: Abe's Exoddus 


Scrabs 


Mudanchee Valuts 


th. 


Walkthrou 


oe Wily Sea heal 


Exclusive Strategy Guide 


Ss VP06COS 
aap the trap, Abe! ie chant and run to the 


s ignhcnr 


Pull the lever and keep running. 


SVPOGCOZ 


Another lever, and another Scrab. Pull 


reach C09, or the > Scrab wal eet you. 


SVYPOGCIZ3 
Head to the right, then jump in the well 
and climb up. 

SVPOGC1II 

Carefully climb to the top path and 
sneak to the left. 


By eke 


est strc y the Fleech. When you're 
done, return him here and depos- 
sess him. Finally, pull the lever to 
trap him again and return to C11. 
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ds) 


crabs 


“@) . 
a >) © 


( 


SVPOGCCLII SVPOGCIS 


“» 
>) 


Sd 

el Drop down and pull the lever Sneak to well, then to the 
«| 2 

= to lower the barrier, then slap top of the mesa and chant. 


q 
4 


the Ghost Trap. Drop back Run to the right. 
down to C14 and continue to 


Vv 


, 


> 
g 


y the right. 

y 

come as wv 
"> SVPOGCIG 

| Climb up the ledges and keep going up. You can chant to 

arc] 

CS possess the Scrab here and use him to destroy the Fleeches, 
Ga | 


y 


but if you're quick, you may not have to. 


AC 


eae 


eo Sy : SVPOGCIZ 

| YY a ee _ Slap the Ghost Trap to open 
ie : the door below, then jump 
down and through the door. 


SVPOGCCIS 
Check the Story Stone and walk 
to the right. 


SVPOGCIO 


Possess the Scrab and walk him back to C18. Make 
him Howl (L1 + T), then use the Shred Attack on the 
other Scrab after stepping on the pressure plate to 
lower the barrier. 


Exclusive Strategy Guide 


SVPO6CZ20- 
SVYPOGC2Z1 

Walk the Scrab to the right to lower 
the next barrier, killing another 
Scrab on the way, then run it all the 


way to the left. Release it. 
SVPOGCLIO 
Now run along the top path to C18 and slap the 
Ghost Trap. Now run to the right and slap the Ghost 
Trap in C21, avoiding the Fleech. Then run back to 
C19 and go through the door, which is now open. 


SVPOGC22 


Run to the left and enter the door in C25. 


SVPO7COL 
From the door, run left. Waddya waiting for? 


SVPO7COZ2Z 
Chant to open the bird portal and jump 
through. Or, check out the 

under the ledge. 


SVPO7COF 

Check the Story Stone for information. 
Possess Scrab in background if you want to 
experiment with Scrab wrangling. When 
you're done Scrabbing around, jump in the 
well to go to the Mudanchee Vault Hub. 


r, 


‘BOMEWERKY 
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SVPO7CO3 

You've made it to the Mudanc 
Time to prove yourself once a 
1e foreground to the left. 


aults where the Scrabs nest. 
e. Start with the doorway in 


Mudanchee Valuts 


First head to e left. Climb the mesa, then 
jump the gap and roll to the next area. 


Ss vP02c0i 
Uh oh. Fleeches below. There’ S a lever all the way to 
the left. I guess you'll have to go pull the lever, and 
you know what will happen. So, go ahead, pull the 
lever. .. unless you want to check out \uicanciee 
Secret 24st, 7 
Once you pull the lever, wait a moment for the Fleeches 
to head in your direction, 
then run/roll to the Ghost Trap and slap it fast. 
Run/roll back and climb back to the top before the | 
Fleeches can catch up with you. Roll to the right, to the 
first area again. (There's a secret ledge « on this scree 
just near the bottles. Don't pull the lever, but first roll to 
the ledge and drop down.) . 


Exclusive Strategy Guide 


SVYPO2Z2COZ2 
This time, climb down to the bottom path, where the 
well is, and roll to the right. Climb down the final p! 
form to another area below. 


SVPOZ2CO3 . . 
You're in the background. There's a well here that 
send you to the foreground path. A tunnel leads t 
are Roll to the right to the next, area. 


SVPOZCO4 


Oh boy! More Fleech 
here is to lure the li 


C03. you want them both 
the upper path. Then, jump ii in 
the well in C03 and they'll | 
come after you. Run/roll to C04 and slap the Ghost Trap, 
then either jump into the well in C04, or run/roll back to 
C03 and jump in the well there. Now you can return to the 
exit door. You made it. 


 SVPOICIOL 
_ Not much to do here. Climb 
_ to.the upper path and roll 
to the right. 


SVPOICO2Z 

For the moment, ignore 
the Scrab below and jump 
across the gap. Continue 
to roll to the right. 


Walkthr 
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SVPO1COF 

Here's the exit door. But it's closed for the moment. 
Perhaps you can do something about that. From the 
look of it, you need to hit two Ghost Traps to open 
the exit. Drop to the lower path and walk left to C03. 


SVPOICO3 


Pull the lever and run like hell. Jump to the upper path in 


C04 and roll to the left. Keep going until you make it to 
C01, where you started from. The Fleeches will stop when 
_ they come near the Scrab in C02. Return to C02, 


SVPO1CO2Z 


: Chant to possess the Scrab and stomp on the Fieeches 


before they eat the Scrab. Return to C03. 


SVP01CO3 


Slap the Ghost Trap and return to C02. 


Ss VPOICOZ2Z 

_ Chant to turn invisible, drop 

: down and pull the lever, then slap 
‘the Ghost Trap and get back up 
before the Scrab notices you. 

_ Return to C04.and exit. 


- Exclusive Strategy Guide 


SVPOICOG 

Thought you were done with this 

path, didn't you? But no... If you 

check to the right and left, you'll 

see the two Ghost Traps. To the left 

are Fleeches; to the right is a Sera ae 
Fi rst walk to the left. 


SVPOICOS 

The Fleeches can't get to you from here. 
Call "All of ya" so they come toward you. 

Once they are all gathered to the right of 

the screen, return to C06. 


Ss YO c 06 

Jump into the foreground well to be sent to the 
background, and then run and jump into the 
left-hand well in the background, avoiding the 
Scrab there. 


: SYPOI cos ' 
Quickly turn and, when the Fleeches start: oO 
ing toward you, jump to the Ghost Trap, si 
and jump into the well before the Fleeches 
you into a news treat. hale return to C06. 


Mi POL cos 


back to cos, jump in the 
the —- Jump into the well 
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SVPO1COF 

Quickly slap the Ghost Trap and get back to the 
well before you turn visible and the Scrab turns 
you into shish kabob. 


Ss VIr01 COG 


The exit door is open now. you know what to do. 


enter the area, check out the situat 
youisa ; , and there's a Chant Suppres: 
possess e exit door is also here. To th 
another Scrab behind a barrier, and the swi 
barrier is e, with the other Scrab. Run 


Mudanchee Valuts 


SVPOSCO3 
Lure the Scrab over to you by standing on the upper 

ledge, then, as it i roaches, lower yourself toa hanging 
position. When th crab runs to the lower pat 
yourself to the upper level again and run to. th left until 


you reach the switch in C01. . 


h 


SVPOSCO1 
Pull the lever and then walk/roll to the left. Wait at the 
edge until the second Scrab enters the area, then quickly 


Walkthrou 


| SYPOS5CO4 


Run to the right to the next area. 


‘the Scrab is. If it is 
creen. Now drop | 


wait until it runs to the other 


the Ghost Trap, then stand next to the well. When: 
comes running back, jump in the well to be sent 
vious area. “SS 


- SVYPO5CO- 


Quickly run/jump ont e ledge and wait for the Scrab 


s 


ap the Ghost Trap and stand 1g 
the trick you did in C05. E 


% 


SVP?OSCOS 

When it's safe, jump to the upper ledge with the well on 

it and jump through to get to the exit door in the back-. ; 
: ground. Go through the door. ~ 


= 


LOSCOT 

in the well at the bottom. It will take you to the fore- 

nd in a safe — well, relatively safe - place. When the Scrab 
is to the right, run to the left. — : 
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SVPOSCOG 

Jump to the ledge and get over to the 

Ghost Trap. When you slap it, the trap- 

door will drop you, so make sure the 

Scrab is as far to the left as possible 
when you do and with its back turned. Slap the Ghost Trap 
and run to the right, jumping into the well immediately. If 
you're quick, you'll make it and end up back in C07 in the 
background again. Continue to the right to C08. 


SVPOSCOS 
Jump in the well and then run to C09, slap another trap 
and into another well, then backtrack to the door there. 


eee SaRETES a Tae 


n viflanc shee > a. 


SVPOZCOG 

Run to the left. In C05, keep 
running. The Fleeches will 
follow you. 
SVPOZCOF 

Run and jump into the 

well. Keep running. 


SVPO3ZCO3 
Run and jump into 
another well. For a 

moment you're 

Safe. At least until 

you Slap that Ghost 
Trap. Then you'll 
have to start running 
again, to C01. 


SVPOZBCOL 
Jump in the well. You should have 
time to wait for the right moment. Try to 
land in the foreground without stepping on the 
Slurg and alerting the sleeping 
Fleeches. Then continue to the right. 
if you do awaken the Fieeches, 
ou'll have to hurry. 


Exclusive Strategy Guide 


SVPO3CO3 

Jump off the cliff. You'll land safely. Slap the Ghost Trap, 
then jump into the well. If the Fleeches are after you, 
good luck. Use the well and the cliffs if possible to get 
away from them. Once the Ghost Trap has been slapped 
open, the well will catapult you up to another well, and 
from there, to another Ghost Trap. 


SVPOSCO2Z 

Slap the Ghost Trap before 
the Fleeches can get to 
you, then jump into the 
well. You'll be sent back 
into C03 and C04 via wells. 


SVPOSCOBA 
When you land, run to the right as fast as you 
can to avoid the Scrab. 


SVPO3ZCOS 

Jump onto the ledge and run to the right. Double back here 
on the lower path and slap the remaining Ghost Trap. Make 
sure you have space from the Scrab, then run like hell to the 
right, jump onto the ledge, and go through the exit door in 
C06. Back to the Scrab Hub. 
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Mudanchee 5 


SVPOSCOI 
Walk to the right. Ignore the lever 
forthe moment. 


SVPOSC 


Mudanchee Valuts 


thing here. Or, befo 
— the Ghost Trap : 


he 


bed 


sealer 


Run to the right. _ 


i 


a __ Exclusive Strategy Guide 


SVPOSCOL 
Slap the Ghost Trap, then run/jump onto the 
ledge to the right. Now double back on the upper 
path - quickly before you become Fleech meat. 
Go quickly through door in C03. 


SVPO4FCOL Z 


Run to the right and get past the Fleeches quiddy. 


the toh That traps Scrabbie 
behind a barrier. Now jump 
down and run to the left. 


SVPO4FCOL 


Pull the lever and run to the right again before the Fleeches 


SVPO4FCIO2 
Jump onto the ledge, pull the lever, and chant to pos- 
sess the Scrab. Use the Scrab to aes some 


th Ghost Trap in C01, then 
return. | 


_ Release the Scrab, then chant to become invisible. Stroll non- 
_chalantly into the exit door as if you were on a Sunday walk in 
the park. 


Oddworld: Abe’s Exoddus 


SVPO4FCOS 
Drop down to the lower path and roll to the left, all the 
way to C03. 


& 
ay 


Scrabs 


SVPO04CO3 


Pull the lever and roll back to C05. 


k the Scrab all the way to the left and 
, then roll back and pull the lever to 

b behind the barrier. Return to 
4on the upper path. 


Mudanchee Valuts 


hen sneak back to the well and a» Wa back in. 
t return to C03. 


SVPOFCOS 
Pull the lever to open the barrier in both the fore- 
ground and the background. Possess the Scrab in the 
background. If the one in the foreground is int way, 
‘possess it and get it out of the way first. Leave it in 
Cos. ‘Now take the Scrab and kill the Fleeches. When 
you 're o- bring it back here and release it. For - Safe- 
ty, you can pees the foreground Scrab again and 
bring it to the left, then trap both Scrabs ‘behind the barrier. Finally, return to the 
background and slap the Ghost Trap. 


h 


Walkthrou 


_You'll have to release the barriers one more time, but this 
time, when you return to C05, chant to become invisible, 
then run to the exit without worrying’ about the Scrab. 


ee Exclusive Strategy Guide pene 


SVPOICO: 


_ When you appear 


as you appear in tl 
Start running to t 


Ss VI709CO2 


SVPOICO3 
Keep rolling until you fall off the ledge, then double back ’ 
and into the teleport door before the Scrab can get you. 
you'll teleport to the right. Keep going. 


SVPOICOF 
Jump into the well to catapult to the top of the small 
’ mesa. Roll to the right again and drop into the tele- 
port door. 


Ss VPOICOG 
When you appear, head to the left 


SVPO9COS 

Walk into the teleport door and then 
run/jump to the right, onto the ledge. 
Jump again to the right and head back 
to C06. 
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SVPOICOG 
Drop to the lower path and double back 
to the teleport door before the Scrab can 
impale you. Then head back to the right 
again. 


SVPOICOT7 

Run over the pressure plates and the barrier will spring 
up, protecting you from the Scrab. Now walk off the 
ledge. Don't worry, it will be OK. Well, more or less. 


lanchee Valuts (Scrabs 


SVPIOCO2 

you'll land right next to a vicious Slog. Run to the 
left and jump onto the ledge, then get a running 
Start and jump over the Slog's head and run to 
the right again. 


SVPIOCO3 

you'll hit another teleport door and end up in more hot 
water. Roll under the hanging beam. You'll drop and 
catch onto the ledge. Don't linger there, or you'll be 
target practice for the distant Slig. Climb onto the path 
and run again to the right. 


SVPIOCO# 
Possess the Slig and bring him through the 
teleporter, then have him shoot the Slogs. Now run 
from the Flieech. 
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SVPIOCOS 
Go through the teleporter, then slap the trap and chant to turn 

invisible. Run to the right and slap the two Ghost Traps, then run to 
another teleport door before you become visible again. 


SVPIOCOCOL 

One last Ghost Trap. The trick is to lure 
the Fleeches into chasing you. Take two 
steps toward the door, then, as the 
Fleeches spring into action, climb up and 
slap the Ghost Trap. Immediately, turn 
and run/jump across to the opposite 
ledge. Climb and jump back toward the 
door as the Fleeches chase after you. 
Duck into the door before they can make 
you into lunch. 


SVPIICOZ 
Walk to the left. 


SVYP1ICOI 
Wow! Lots of Mudokons. Slap the Ghost Trap to 
turn off the electrical fields, then call all your 
friends and take them back to C02. Chant to free 
them. When you're done, jump in the well. Back to 
Necrum and on to the Paramite Nests. 
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Secret Mudanchee 1 
Start: SVPO07C02 
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SVPO7CO2 
Roll under the ledge and drop 
down to the area below. 


SVPO7COT7 

Chant to open the bird portal, 
_then run/jump into it before the 
-Scrab gets you. 


SVPO7CO9 

Pull the lever, then run to 

the left and drop to the 
lower path. Roll under the 

_ Saws and climb very care- 

: fully up to where the third 

lever is. When it's safe, 
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Secret Mudanchee 2 
Start: SVP0O2CO1 
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SVPO2Z2CO1 | 
Lower yourself off the invisible 
ledge next to the green bottles. 


SVPOZCOC5 
Run fer it and jump into the first 
well. Then chant and jump 

| through the portal. 


SVPOZCOG 
“When the Scrab is to the rigtt ware * to a left 
edge. Possess the Scrab 
“and put it in the Scrab 

box to the right. 
Depossess and trap him 
by pulling the lever. Say 
“All a ya”, then jump 

: Have the Mudokons wait 


SVPOZCOF 
“Stop the lift at the first _ 
stop, next to the bird — 
rtal. Immediately call 
: the Mudokons and tel 


A. ee Med 


as 


wait. Now collect all the 
Mudokons and chant to 
ell to the no and return to C01. 
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Secret Mudanchee 3 
Start: SVPOSCO05 
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SVPOSCOG 
After dropping from C05, chant and 
jump in the portal. 


SVPOSCOT7 


Roll to the right. 


SVPOSCOS 
Pull the lever and quickly jump back 
to the upper path and roll back to C07. 


THIS TULAG 

_TSCAPEES! 
ASU, 4 
ASUAMTICSL 


SVPOSCOs7 
Use the lever to zap the Fleeches, then 
you can take the Mudokons back to __ 
C08, free them, and ju mp in the well to | 
return to the main path. — 
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Mudomo Vaults 
Start 


PVPOICOL 
Walk to the right, climb the 
ledges in C15 and continue. 


Paramie will retreat. 
B - 


ee 


PYVPOICLIZ PY. 701 CIs 
Run/jump to the ledge Run/jump off the cliff and keep running to the right. The 
and oe Paramites will be right behind you. 


PYPO1 Cos 

Learn some Paramite tricks. Possess the Paramite and 
use it to eat the Slurgs and push Up to make it pull the 
ring, releasing the barrier in front of you. Keep going. 


Mudomo Vaults (Parmites 


PVPOICO# 

Possess one of the 

Paramites in the background 

and use it to climb the web and pull the ring there. 
: When you're done, continue to the right. 


T 


h 


Read the Story Stones throughout this area. 
You'll learn some useful information. Study up! 


Walkthrou 


PYVPOICOS = 

Stand on the trapdoor and chant. Use the Paramite to 
climb the web and pull the ring. Release the critter and 
continue to the right. : 


he 


Exclusive Strategy Guide 


PVPOICOG 
Climb up and over the ledges and continue down to 
the next area, then run/roll to the left from there. 


PYPOICOS 


Chant to possess the Paramite, then make 


PYVYPOICIO 
Quickly pull the lever before the two Parmites | 
Now take the lift down again. 


PVYPOICII 
Pull the lever, then 
run/jump quickly to the 
ledge before the 
Paramite gets in your way. You don't want to corner a 
Paramite. It turns them nasty. Continue to the right. 


PYPOICI3Z | 3 
Uh oh. This is a dangerous situation. When you pull the 
lever, run like a Mudokon track star to the right. Run 
through C14 and onto the ledge in C19. Then continue 
to the right. 


PVPOICIZ 


Enter the door then walk to the right. 


PVPOTCOT 


Jump in the well and continue to the right in the background. 


PVPOTCOS 
Fleech city! Well, keep on going. There's got to be a way 
to get past all those Fleeches. Roll all the way to C10. 
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PVPO7CIO 


Jump in the well, then backtrack to C09. 


PVPOTCOOD 
Check the Story Stone. It 
teaches you how to speak 
Paramite. Possess one of the Paramites and get the oth- 
ers to follow. Then tell them to kill the Fleeches in C08. 
When all the Fleeches are munched, use the possessed 
Parag’ e to pull re ring to cose the doors above. 


Sm 


By © 7C1I 
| Run/roll to the right before 
| the Paramites get revved up. 


PVPO7CI2 q 


Go into the doorway. Whaddya waiting for? 


PVPI oco1 
Run to the left and keep going until 
_you reach C03. 


h 


PVP10CO3 

_ Carefully walk under the first ledge 
and climb up. Be careful not to 
crowd the Paramite. Climb to the meat sack and grab a hunk 
(jump up to release the meat). Now continue to the left. 


Walkthrou 


PVP1IOCOtF 

That Paramite is too close to the Ghost Trap. 
Throw the meat to ‘the right, then jump down 
and slap the Ghost Trap. Continue to the left. 


ai 
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PVPIOCOS 
you'll never get past those Paramites below, unless you 
chant and become invisible. So do it! And run! 


PVPIOCOOCG 

Quickly, while you're still invisible, 
drop down and go slap the Ghost 
Trap, then run/jump onto the ledge to the left 
before you become visible again. Now go through 
the door. Continue to the left in the background. 


PYVIP1OCO7 
Go slap the three Ghost Traps to open the door... 
then go through it, duh. 


PYVPO7CO1 , — 


Run for it! 


PVPO7TCOS 
Jump on the ledge, then chant to open the bird portal. 
Jump through the portal. 


Mudomo Hub 


P< ey 

PEN 

se —CC=sOBONEWERKZ. 

~ = andy 


Go through cach door and complete 
each avea to open the Jinal door. 


Co. 


Mining 


“4 


Soulstorm 


Mudomo 1 


Oddworld: Abe’s Exoddus 


PVPOICOL 

Slap the first Ghost Trap, then possess one of the 
Paramites. Make it jump to pull the ring to release 
it from the barrier. Take the Paramite to the left. 


PVPOICO2Z 
Eat all the Slurgs. The Fleeches will continue to dream 
Fleech dreams. Continue to the left again. 


PYVPO9ICO3 
Use the Paramite to pull the ring and lower 
the lift. Continue to the left. 


PVPOICO4 
Run the Paramite to the left and it will jump 
the gap. Climb down at the left-hand ledge. 


PVPOICOS 

Use the Paramite to pull the ring and raise the 

lift. Take the Paramite back to C04 and walk it 

over the edge. You're done with it. 

PVPOICIAL PVPOICO3 
Back to yourself, Abe... Sneak to the Siap the Ghost Trap, 
left, past all the Fleeches in C02. then continue left. 


P?VPO9ICO# 
Take the lift down to C05 and walk to the right to C06. 


PVPOICOG 
Run/jump to the skinny mesa and 
then to the Ghost Trap. You know what to 
do. Retrace your steps, back to C01 
and go through the exit door. 


PYPOSCOIL 
Roll to the right. 


PVPOSCO2 

Climb to the lever and pull it. A 
Paramite appears in the back- 
ground. Possess the Paramite in the background and 
walk it to the right. 


PYVPOS5CO3 

Maneuver the Paramite across the gaps and up on 
the webs until you get it to the ring at the upper 
right. Pull the ring to release the barrier and contin- 
ue to the right. If your Paramite gets killed, another 
will appear back in C02. Ttry again. Bias) eee ee. 382 


ST IE CBee cd Lal MN a 


PVPOSCOF 

Climb down the long webs and jump to the 
small area in the middle. Don't forget to jump 
and pull the ring there to open the barrier 
above. Then continue up and to the right. 


BES tee eat 


sO Rest bee ae 


PVPOSCOS 
Jump the gaps and avoid the boul- 
ders. Pull the ring and then release 
the Paramite. You're done with it. 


PVPOS5CO2 

Roll to C04 and slap the Ghost 
Trap, then continue on to C05 
and exit. That's it. Piece of cake. 


Orie 
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PVPI2CO1 
Drop off the ledge and you'll fall through three 
screens, ending up in C05. 


PVPIZCOS 
Quickly slap the Ghost Trap, then 
chant to become invisib! 
the ledges on the right 
area to the next area above. 


a 


oe 


PVPIZCOF 
_ Slap another Ghost Trap and once again 
_ chant to become invisible. Climb again. Or 
look for Mudomo Secret 7 


Mudomo Vaults (Parmites 


h 


PVP12C03. 


a Hop to each of the mesas with a Paramite on top. 
y Just hop, pull up, hop... quickly, before you 

_ become visible again. Climb to the next area. 

= Ce 

isc) —PVP1I2C—A2 
S Climb to the second 


ledge, then hop to the 

right, slap the Ghost Trap, take two steps for- 
: wat rd and hop again into the well. If you do 
oa uickly, the Fleeches won't be able to 
touch you. The exit door should be open now. 
_ You know what to do. 
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Mudomo 4 


PY 7?O04CO3 
Jump onto the ledges and, for the moment, ignore the 
Ghost Trap. Get the Fleeches to follow you to the other 
side of the rocks, then double back. The pressure 
plates will cause a barrier to spring up, trapping the 
Fleeches. Go slap the Ghost Trap and return to C02. 


PVPOLCO2Z 
Go up on the lift. 


PVPOFCOS 

Go to the left-hand meat sack and drop a piece of meat. 
Don't pick it up! While the Paramite is eating the meat, run 
to the other side and drop another piece of meat. You can 
pick this one up. The Paramite will retreat. Take the lift to 
the next area above. 


PVPOLCOG 

Throw the meat to the right to get the 

Paramites both on that side, then climb the SAN 

ledge and run to the left before they can attack. BONEWERKZ! 
| oy 

PVPOLCOT Bo 


Jump onto the ledge and 
go through the door. 
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Mudomo 


ee _PYP1ICo1 


Start out in the back- 
ground and walk to 


LICOZ2 


the lever and 


| PYPI ICOF 
Slap the Ghost Trap and retrace your steps. 


= PYVP11C03 > 
ar) Possess the Paramite and let it get eaten Fy the 
2) Fleeches. Jump in the left-hand well and continue 
be to the right. nh ¥ ; 
pers 
vats PVYP1IICO2Z 
is} 
2 


walk to the left. 
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PVYP1IICO2Z 
As the Paramite retreats, it also drives the Fleeches 

away. Stand next to the Ghost Trap and slap it. you'll 
be protected behind the barriers. Chant to possess 

the Paramite and use it to gobble up all those nasty 
Fleeches. Don't forget the ones in C04. When yo 
done, release the Paramite and continue to tl 


PYPII 


Uy and exit. 


PVPO3BZCOL 
Slap the Ghost Trap, but get ready to run/roll to the 
right when two Paramites appear. Keep going until 


- you reach C03. 


PYVPO3SCO3 
Jump into the well which 
sends you to C04. 


PYVPOZCOF 
Slap the Ghost Trap and 
run/roll to the right again. 


Rolling here seems to work better 
than running. 
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PVPOSCOS 

Run off the ledge and roll 
into the narrow tunnel. 
Keep rolling and you'll fall 
off a ledge and drop. 


PYVPOBCOZ 
Whew! Good thing you caught on there, Abe. The door's open, so let's get 
going. Or, just a sec. Chec 


Mudomo Vaults (Parmites 


ee 
| we “Og 
>) 
and Final test 
Once you have managed to complete all six of the _ 
Paramite levels, return to the foreground where the 
well is and drop off the ledge to the area below. Enter 


the doorway there. 


h 


PYVPIBSCOL 

Pull the lever and start running as the Fleeches start to 
chase you. Climb the ledge and then run/roli through the 
next screen to C03. 


Walkthrou 


PYVPI3SCOs 
Climb and roll and keep 
running to the right. 


verhangs, then, atthe ea 


Roll, then jump across the gap and 
immediately into the well. You'll be 
sent to the area below. 


PVPISCO9D 
Keep rolling to the right. 


PVPISCIO 
Roll to the ring and jump to pull it 
before another Paramite appears 
- on your side of the barrier! Keep 
rolling to the right. 
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PVPIBSCLII 
Roll under the low- 
hanging rocks. 


7) 
a ] 
= 
re PVPI3ZCI2Z 
=. Jump the gap... keep going. 
ss} 
ee | 
7) PVPI3CI3 
= Jump at the last minute to the ledge with the 
= Ghost Trap. Slap it and then turn and jump into 
S the well. Then run to the left. 
aS, 
= PYP1IZCI2 
© Jump the gap and keep rolling until 
< you get back to C09 and the exit. 
Ss Make your escape, Abe. You earned it. 
xl 


PVPI3ZSCIZ 

One more challenge. Run to the right and jump 
into the well before all the Paramites have you 
for a snack. Back to Necrum. 


h 


Walkthrou 
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Mudomo 
Secret Screens 


Secret Mudomo l 
Start: PVP12C04 
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PVPIZCOFA 
Slap the Ghost Trap, then walk down to the lower ledge 
on the right. Roll through the tunnel into C08. 


PVPIZCOS 
You could possess the 
Paramite in C04 and get 
him to lure the Paramite 


here away, or use invisi- 
bility to get by. Your 
choice. Either way, 
enter the door. 


PVPISCOG 

Wait until the saw below is directly under you, 
heading to the left, then pull the ring and roll 
to the right. Drop down. 


Ree 


Pit 


> 2 € oa 


: PVIPFISCOZ7 
| Time your way through the saws to the left and quickly 
: roll to a position just to the left of the vertical saw on 
. _» the ground level. When the Fleeches appear, roll 


| } around to get them to munch themselves in the verti- 
cal saw. Now, make your way back to C06 along the 
-_fight-hand ledges 


 PVPIZCOG 
Get the Mudokon on the wheel to stop and follow you back to C07 
and free them all. Return here and jump in the well. 


me) 
CHUESTORM 


the right. 


PVPI4FCLIO 


take the Paramite up. 


PVIPFL4ICIO 


Jump in the well. 
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PYVYPOZCOT7 


Instead of going through the door, jump 
to the right, to a tiny ledge, and roll to 


PVP3ZCOS 

Roll to the right. When you 
cross over the pressure 
plate, rocks will start to fall. Quickly possess the 
Paramite and hide him under the ledge to the 
right until the rocks stop. Then take him over to 
pull the ring and activate the well. Depossess the 
Paramite and jump in the well. 


immediately possess the Paramite 
and start him across the webs to the 
left. When he gets to the other side, 
have him pull the ring to give you 
some protection. Move quickly. Then 


Secret Mudomo 2 
Start: PVP03C07 
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PYVYP1LI4FICOOD 

Use the Paramite to call "All a ya" and 
"Work," then "All a ya" and "Come," and "All 
a ya" and "Work" again. Do this quickly 
before the Mudokons are crunched. Then 
depossess the Paramite. 


PVPI4FCOO 


Chant to free the Mudokons and jump in the well. 


You've made it into the heart of the Glukkon 
industrial complex. This is Feeco eect All paths 
lead from here now. 


y 


Don’t Giwe tp! 
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f-"DPOICOL 


Go to the right. Don't pull the lever! Check the mon- 
itor for a movie. Move on. Or check Feeco Secret 1. 


Z-DPOICOZ 


Time to light off some farts, Abe. Don't be squeamish. 
Just drink some brew from the dispenser, stand next 
to the mine and cut one, then run away, little Abe! 
Next, go through the door... Duh... 


fDPOICO3s 

More brew, and in the next area, a 
load 'o mines. Two good explosive 
gas attacks should take them out. 
You can even stand here in this area 
and send your stinky bombs out to 
do their dirty work. In fact, after the 
mines are gone, send your genuine 


stink bomb even further and blast a few Sligs apart in C05. Head 
for C05 and through the door. Or, just take out the Chant 
Suppressor and then get rid of the Sligs the old fashioned way. 


2-DPOT7COL 


Hey, Abe! Drink up. You have options now - to fart or not to fart. 
Oh, what the heck. Let's go for it. With a brew loaded, pull the lever 
and drop below the trap door. Possess a fart and send it down to 


the next area. 


f"DPOSCOZ2 
Position your deadly gas just below and to 
the left of the Chant Suppressor and deto- 
nate it when both Sligs are near it. That 
should take them both out. Now climb 
down here, then get ready to drop and 

_ run. Climb carefully down to the next area. 
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FDPOT7CO3S 
When you drop to the platform, 
run off it immediately, turn, and 
run to the right. 


I DPOSCO4 


Jump two mines, then another mine and keep running. 


i DPOTCOS 

Jump the last mine and either stop on a dime and climb to the plat- 
form and from there to the next area up, or run to the right, climb 
the far edge of the platform and walk to where you can climb to the 
next screen. No hesitation. No fear. If you're quick, you can avoid 
being bombed by the Flying Sligs. 


l-DPOSCOG l-DPOSCOT 
Keep climbing. Pull the lever, turn, and hop across the 
gap. Head back to C01. 


l"DPOSCOL 2-DPOZCOS 

Grab another brewski, and use a fart to Hey, you made it to the Main 
take out the four bombs next to the lever Lobby. Cool. Time to check 
in C07, then grab another brew and return the map and head right. 


to C07 and through the doorway. 


l-DPOZCOT 
More brew. That must mean more farts. 

Notice the Chant Suppressor right next to the Brew 
Dispenser? A well-laid fart could turn it into scrap metal. 
What do you say? Then two more farts for the mines back on 

the upper path on C08. Next, send a fart through C08, up, to 
the right, up, and to the right again to blow up the Sligin _ 
_ front of the entrance to Bonewerkz in C04. One more fart. 
- Send this one down and blow up the Greeter in the = 
area below C07. Finally, head back t to > COB 
and up to co6. = 
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finally entering . 


 FDPO3COS — 

Keep going up. 2 
I=DPO3C10O 
Climb to the lever and pull. Possess the Slig that | 
appears and walk him to the right. 


lDPO3BC11I 
Make the Slig give the password to lower the barrier. 
(L2-X, L2-T, L2-S). Walk him to the teleporter and have 


POBCIZ 


hoot any remaining Sligs and then 


alk the Slig off the edge and he'll splatter 
in the ground below. Now bring Abe here 


FDPO3C14 
OK. It's obvious. Go through tl 


other door- __ 


A be’s Exoddus 


Secret Feeco 1 
Start: FDPO01COl1 
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When it safe, jump from the pedige to 
the shadow area, then s 
the oo and ¢ on to the r 


- ipso ‘you're quick and 
a Stig and move W 
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PRAPOICO2 
Run/roll to the left and through the door in C01. 


BAPOICOF 
Run/roll to the right. 


TA POL cos 

When the Slig leaves the screen, roll to the lever, pull it and 
hoist onto the ledge above it. If you're quick, you should be 
able to do all that before the Slig can shoot you. Move to 
the next area. 


RAPOICOG 

When the right-hand Slig has its back turned, roll to the 
right and off the ledge. you'll end up hanging. Wait until 
only the right-hand Slig is in the area and has its back 
turned again, then hoist up and run/jump to the ledge. 
Pull the lever and take the lift. 


RBAPOLCOS 

When the Slig's back is turned, climb onto the platform to 
the right and run off it. Pull the lever and the Slig will fall 
to the floor. Immediately climb back up again. Now, when 
the Slig walks to the right, run off the ledge, then 
run/jump up to where the Slig was and jump in the well. 


BAPOICOASD ~ 

Quit hanging around, Abe, and get moving. As soon as) ‘\the 
Flying Slig flies away, Climb up and jump acrass- ‘the gaps to 
the right. Climb behind the barrier and passeas the Flying 
Slig. Fly it upward. 


mt 


>, 
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BAPOICIO | 

The Sligs here have a hair trigger, so you have to fly 
past them when their backs are turned. (Don't worry. 
If you lose a Flying Slig, another will show up to be 
possessed.) Grenade each of the Sligs and fly 

upward again. 


BAPOICLII 


fly up on the left to above the 


Destroy the Slig to the left, then pull 
the lever and destroy the one that 
falls. Pull the right-hand fever, then 


reniaining Slig. Drop a grenade on 
him and destroy the Flying Slig as 
you blow up the Chant Suppressor. 


BAPOICOOD BAPOICIO 

Climb up now that the coast is mostly Run/jump the wide gap to the left 
clear. Keep out of the way of the Flying or climb and jump the narrower 
Slig that chases you. gap, then continue up. 
BAPOICLIIA 


Climb to the door and enter. 


RAPOICIZ 

Sneak one step forward, climb and drop to the shadows 
below when the bottom Slig is not in the area or has his 
back turned. Then sneak behind him to the next area. 


RBAPOICIS 
When it's safe, climb onto the 
upper platform, sneak to the 


into the shadows next to the 


— "very, very carefully. Sneak behind 


“the Slig and miunin onto the ledge. With a careful toss banked 
“against the left wall, arid §00d timing, you can get both Sligs with 


one grenade. Get.another grenade and return to C12. 
i go 


= PS 


edge and, when only one Slig is in 
the area and his back is turned, hop 


| “Grenade Dispénser. Get a grenade - £ 


BOWEWERKY 
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RBAPOICLIZ 
Stand in the shadows to the left of the Slig on the 
middle platform and toss a grenade Straight up 
(controller back). Go back and get another grenade 
and use it to take out the Slig next to the exit door. 
To do so, stand at the left edge of the middle plat- 
form and, when he's headed to the left, toss a grenade with the controller 


back. Crouch as it takes him out, then go turn the wheel to open the door and 
on you go. But before you do, grab another grenade. 


Grenades will explode if you hold them too long. Watch the countdown 


and toss before it's over. If you want extra control, hold to the last 
moment, then toss tt. 


Ps) 224071 3C1I4 
Good thing you thought to grab a grenade. When the Slig is to the 
right, crouch and toss it to give them a surprise. If you miss, 


there's no Chant Suppressor here, so chant to possess them. Then 
jump to the lift and take it down. 


PRAPI3BCLIS 
Turn off the electrical fields. you have to say "Sorry" to 


each of the Mudokons before they will follow you. Take 
them back up. 


BAPI3BZCLI4F 

Position at least three of them in front of the wheel 
valves. Order them to "Work!" and that will open the door. 
Now get all the Mudokons onto the lift and take them 
down to freedom in C15 again. Now exit through the door 
that opened when you all turned the wheel valves. 


If you need to make a 
Mudokon move a step in some 
direction, stand on the opposite 
side and fart. Yes. You heard 
me. Fart and he'll move a step 
away. This can come in handy. 
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BAPOZCOL 

Check the map. It shows you 
what areas you must complete 
next and which well leads to 
which area. Start with the well 
labeled 1. Enter the door. 


1. Rifle Range 


RAPIOCOL 

Take the lift and crouch/roll to the safe place 
behind the big pipe. Stand and jump, then walk 
one step to the next pipe. Keep going left. 


BAPIOCO2 

Crouch and roll quickly to the area under the Grenade 
Dispenser. Quickly climb up to the dispenser and grab a 
grenade. Then hop across and get behind the pipe. 


RBAPIOCO3 
Use the Mudokon targets to hide behind, and time it so 
you Can get to the left edge and on to the next area. you 


_ should be able run/jump/roll to the second target when 
the Sligs in the distance have their backs turned. Then 


run/jump to the ledge and to safety behind the pipe. 


PRAPIOCO# 

Hop across the gap and walk 
quickly to where you have to 
duck and roll. Then roll from 
there to the pipe on the left. | 
Continue. — 


Slig Barracks 


Oddworld: Abe’s Exoddus 


BAPIOCOS 

Quickly jump onto the platform with the 
Mudokon and toss a grenade to take out 
the Chant Suppressor. Possess and destroy 
the Sligs in the background. Now move to 
the next area to the left. 


RAPIOCOG 
Tricky, tricky. Use the cover 
to roll to the lever on the 
left. Pull it and say "Sorry" 
to the Mudokon, but have 
him wait where he is. Now 
get down and say "Sorry' to 
the other Mudokon. Don't 
worry, the Sligs may shoot, but they won't hit the Mudokon. For safety, move the lower 
Mudokon behind the rocks. Make your way back to the lift and lower it. Call both 
Mudokons to you and have them stand with you in the center of the lift. Bring it up, then 
run to the right with the Mudokons following. 
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BAPIOCOS 
Get all the Mudokons to the bottom (say "Sorry" to the one above), and free them. Now 
make it back to the door in C06. Back at the hub, take well and door number 2. 


BAPOSCOI ' 
Jump over the floating ifine 
and roll to the next area. .. us 


‘a 


BAPOSCO2 | 
Jump the gap when the floating mine is on the way up, 
then hoist to the ledge when it comes around toward 
you. Carefully walk to the left and jump to the lift 

when it's safe. Take the lift all the way down to C04. 


PAPOSCOF 
Jump to the second lift, then go pull the 
lever to raise yet another one. Walk 
across it to the right. 


BAPOSCOS 

Make your way to the lever in the 
upper left, pull it, then get back 
to the Mudokon, Say "Sorry," and 
take him back to C04. If the float- 
ing mines are synchronized, just 
run past them. If not, be careful. 


PAPOSCOF 
Take the Mudokon up to the bird ring and chant to free him. 
Then take the right-hand lift down. 


BAPOSCOG 
Run/jump to the lever and bring up another lift. Take itdown and 
walk to the left in C07. 


BAPOSCOS | 
Plenty of bombs to disarm. And a good place for a Quick Save. Run/jump to 
the left and catch the middle platform. Disable the bomb there. Stand and ) 
hop to the left. Disable that bomb, then stand where it is and hop to the = . 
right. Hop again to catch 
the upper platform and 

_ disable the bombs there. 
__,Get the Mudokon to follow 
you back to C06 and free 

_ him. Return here and con- .. 
tinue to the left until you._- 


=z 


reach the doorinCi7,, @ : 


BAPOSCIG 


Head right, and sneak into the next area. 


PA POSCIO 

Sneak to the ledge, possess the Slig, blow him up in 
the mine. Nice. Now climb up to the next area... or 
check out Barracks Secret 1. 


PAPOSCZ—O 
Make your way to the left, through the next area (C21) and through C09 to C10. 


PAPOSCIO 

The two Mudokons will be dropped into laughing gas. 
Better disable those bombs first, before opening the bar- 
rier. Then jump up to 

where the lever is and 

duck when you get near 

it. When the floating 

mine is out of the way, 


stand, pull, and duck again. Roll off the ledge. Slap each 


Mudokon to calm them down. Then lead them all back to 
the lift in CO9. 
BRAPOSCOO 


Wit 1 the Mudokons in the center of the lift, take it up 


BA PO5C 15 
What a mess. Well, you know what to do. Chant! 
_ Turn into the Shrykull beast and destroy all that 
hardware. Then turn the wheel valve and get the 
heck outta here! (If you didn't get the Shrykull 
power, use exceptional timing to jump between 


the two floating mines nearest you, then disabl ~~. 
the bombs in front of the wheel valve and the door and leave that way.) 


re =e Bunks 


Slig Barracks 


Oddworld: Abe’s Exoddus 


BAPOSCOS 
Now possess the Flying 
Slig and take him up to 
COo9. Destroy the sec- 
ond Flying Slig there. If 
both get destroyed, 


_ don't worry. You can =| 
sbienpcenecrespeereressicen ete g et another in Coo. if LEI III A TIT reese 


aa at 


your Flying Slig survives, have him open the barrier by answering the challenge, then take 
him back down to C06, where you started, and fly him upward to C05 and C04. Destroy all 
the Sligs in those areas, then destroy the Flying Slig. Climb to C09 as Abe. 


BAPOSCOOD 

If you lost your Flying Slig and couldn't complete the 
instructions above, you can get a new one by pulling on 
the lever. If you do, drop back to the previous area and 
possess this one. Or jump across and hang until the 
Flying Slig leaves, then climb to the top and possess 
him. Complete the destruction of the Sligs in C05 and 
C04 if not already done, then turn the wheel valve here i ee 
(labeled B). Return to CO6 and climb to C05. 


BAPOSCOS 


Run/jump to the door marked A and enter. 


BAPISCOI 

Chant to possess the Slig, have it pull the lever to open 
the door and depossess it. Call the Mudokons to the 
lower path, then exit the room to the right and return to 
reset the bird portal. Chant to free the Mudokons and 
exit. 


BAPOSCOS 


Run/jump up and across to the door marked B. 
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BAPISCOZ 

you can have some fun with Sligs. Before you walk the 
possessed Slig off the upper path, have him pull the 
lever and shoot the Slig that drops into the room. You 
can do this as often as you like. It serves no purpose, 
but it does let you get some meaningless revenge on all 
those nasty Sligs that have shot you. 


ea t 


Pull the lever to make a Slig appear and run off the ledge before he can 
shoot you. Possess him and have him respond to the voice check to hurn 
off the electrical barrier. Walk on the upper path to the left to reset the 
bird portal and chant to free the Mudokon. Exit. 


BAPOTCOS 
Now Climb to C02. 


BAPOSCOZ 
Climb onto the upper ledge when the Slig is away. Sneak to the left to hide in the 
shadows, then continue into C01. 


PAPOTCOL 

if you don't already have a grenade, get one. When 
you dispense the grenade, be sure the Slig has its 
back turned, and immediately sneak back to the 
shadows to the right. Once you collect the grenade, 
you can hide in a narrow strip of shadow to the left of 
the grenade dispenser and toss it. Hold it for a full 
five count, then toss it up (controller Back). This 
should take out the Slig and the Chant Suppressor. Don't toss it too soon, because 
the Slig will turn and shoot. Be sure he doesn't have time to react. (this is a great 
place for a Quick Save.) Now you can possess the Sligs below and destroy them. Get 
another grenade, then go pull the lever and turn the wheel valve. Return to co2. 


RBAPOTCOZ2 

When the Slig turns around and starts to walk away, toss a grenade. It 
will roll into the next area and that Slig will be chunks. Or, drop:to the 
bottom path and toss one straight up when he's at the far left. Get 
another grenade, then return and continue to the right. 


* BAPOTCO3 
Blow up the Chant Suppressor, then 
chant to possess one of the 
Crawling Sligs below. Move him to the right, in front 
of the device with the big green circle. Press Up on 
the controller to remove the barriers. After the 
other Crawling Sligs have left the room, take yours 
to the small post (a Slig locker) to the left and 
press Up again to collect the Slig’s pants. If you can, shoot the other Sligs. They 
“May get yours befo you_can fire. Don't worry. As Abe, now, go.turn, the wheel 
“valve labeled D. Then geton the upper path again and go get a grenade from C01. 
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BAPOSCO2 
Toss a grenade to take out any surviving Sligs. Get anoth- 
er grenade, then head down to C04. Enter the door 

labeled C. 
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BAPOSCOF 


Oddworld: Abe’s Exoddus 


PAPISCOS 
Pull the lever to release 
the electrical fields, 
then possess and destroy the Slig who falls into the 
room. Say "Sorry" to the two Mudokons, take them to the 
bottom path, run out of the room, then back to reset the 
bird portal, then chant to release. Exit. 


BAPOSCOF 
Enter the door labeled D. 


BAPISCOF 

When you pull the lever, a Slig appears. You can hide in 
the narrow shadow strip, or simply run for it while his 
back is still turned. From the bottom path, possess him, 
then walk him to the security device and use him to turn 
off the electrical fields. Destroy him and... you know 
what to do. Release the Mudokons and exit. 


Climb back up to C02. You'll notice that all four lights are lit up on the door and it is now 
open. Enter the door to finish this section. 


BAPOICOF 


Sneak and then jump to the teleporter. Pull the han- 
die when the bottom Slig is away, then carefully 
climb and sneak to the top ledge. you're safe in 
shadow once you reach the top. Then sneak and roll 


to the left, through C03. 
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BAPOICOZ2Z 


When it's safe, roll down and slap the middle Ghost Trap. Chant to become invisible, 
despite the Chant Suppressor, then run to the right. 


pe 


them to the bird ring in C03 and release them. Finally, 
continue to the left to the door in C01. 


RPAPIECO2Z 
Run/jump to the left. 


mR 
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PAPOICOS 
Stop at the lever and pull it when the agitated Sligs 
get under the electrical field. You can take them 
both out that way. 
Return and slap the 
other two Ghost Traps, 
say "Sorry" to each 
Mudokon, then take 


BRAPIFCOL 
Wait until the Flying Slig is up high in the room, 
then roll down and walk to the lever, pull it and run 
to the right, through the 
open trap door. 


BRAPIGECOG 
There's nothing you can do 
here right now, so keep 
going to the left. Keep 
going until you reach C03. 


BAPI14C0O3 la 
Pull the lever to release a Flying Slig, then jump | 
into the well. You'll land in the cage with the other 
Mudokon. No problem. Chant to possess the Flying 
Slig and then fly him to the right. 


| a4 P?14COF 


Blow up the Flying Slig here. — to 
the right. 


one more time. 


Slie Barracks 


RA 1 4COG 
Pull the lever to release the Mudokons. Go back and 
pull any levers you find and destroy any Flying Sligs that _ 
appear. When all the - 
Mudokons have been 
_released and the dan- 
ger is over, depossess 
the Flying Slig. Now 
the goofy Mudokons will follow you back to C05, where 
you can free them. Perhaps that's all there is to it. 
Return to C03, free the last Mudokon, and go through 
the exit door. Or, return to C05 to check out Barracks 
Secret 2. 


5. War Room 


L2APLIAICOL 

Run to the lever, pull it, then run and jump into the 
well before the Crawiing Slig can get armed and 
dangerous. Hang until the top Slig has his back 
turned, then hoist up and walk forward, ducking 
into the shadow. Wait again, then roll to the right 


BAPLIICOZ 
Jump and run to the lever, pull and run to the well. 
Roll to the right. 


BAPLIICOS 


Wait until the Slig leaves 
the area, then jump down 
into the well. You'll end 
| up hanging from the ledge. Quickly hoist up before the Slig 
| can shoot you and wait until he leaves again. Walk off the 


| ledge, take one step to the left, then hop to the right, pull 
the lever and hop to the left. chet” into the Bait Seay well. 


dworld: Abe’s Exod 8 


BAPILIICOI 


Jump the gap in the floor and continue to the left. 


TA PLIACIO 
Walk the Glukkon off the ledge and into C06, and from 
there, along the bottom path, to C05. : 


PAPLIICOS 
Stand behind the bar- 
rier and call Sligs to 
blow themselves up 
until all the mines are 
gone. Then have the last one pull the lever to lower the 
barrier. Stand on the trap door to the left and have the 
Slig pull that lever to drop the Glukkon to the Security 
Fone area. Speak to 
the phone and this 
will cause the Slig on the other end to shut off the gas. 
Depossess the Glukkon and you're be back in C04. 


PAPLIICOF 

Chant to open the bird portal, then make your way care- 
fully to it and jump in. You'll be teleported back to the 
Main Lobby. Next stop, Bonewerkz. : 


hh 


Walkthrou: 


xclusive Strategy Guide 


Secret Barracks 1 
Start: BAPO5C19 
Page 100 


BAPOSC2Z4 
When the Slig isn't looking, hoist into the shadows. 
Watch also the pattern of the far mine. When the _ 
Slig isn't looking and the mine isn't in a dangerous 
position for you to hang off the right-hand ledge, 
hold down the Triangle and hop quickly across, 
ending up hanging from that far ledge. Then, 
before the floating mine can catch up, hoist up and sneak behind the Slig. 


Hi de in the shadows, then, when the Slig isn't look- __ 
ing, sneak to the edge and hop three times. you'll _ 


ddworld: Abe’s Exoddus 


Secret Barracks 2 
Start: BAP 14C06 
Page 106 


BAPIACOS 

On the right side of the area is 
a small patch where the path 
is obscured. Drop down there. 


TA PIAFCLIAI 
Chant to open the bird portal 
and jump through. 


PAPIGECOT 
Chant to possess the Flying ona. f 
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BONEWER ©. 
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to shut this operation down. Go back ‘to eeco 
| and take the train to Bonewerkz. That’ 's right, it's s 
time to screw up them werkz. 


Oddworlds Exoddus 


From here to the end, all paths lead through 
Feeco. To get to Bonewerkz, your next stop, 
you must clear the way as you did before. If 


you don't remember how, turn to page 89 and 
read the sections on FDPO2CO8 and 


FDP02C07. Make your way to C04 and the 
Bonewerkz entrance. 


ALL TERBHNALS 
SLIG SARRACKS. . 
BONEWERKZ - - 


PR 30 EXROUTIVE OFFICE . 


FDPO4COS : 

When the Sligs have their backs turned, climb onto the > plat- 
form, walk forward, and crouch. When you can, run, jump the 
mines, and roll to cover. : 


“DPOFACOF 
Run, jump, and roll across the screen without 
getting shot. Or check out 


l= DPOACOS 

Roll carefully to the lift and take it down through C06 to C07. 
I=DPO4CO7 

Switch to the left-hand lift and take it up to grab nine bones 
in CO6. Then take the lift down to C08. 


I DPOACOS FDPOFCO9D 


Run/jump to the left. | Throw a bone down, then run/jump to 


the next upper ledge and continue. 


lDPOAFCIO 

Throw a bone to the right and start running. 

l-"DPOACLIL 

Jump onto the ledge and continue to the left. 

l-DPOACLIS 

The Sloggie will follow you back to C11. Throw a bone to the 

left and then return here and climb to the next area. 

FDPOFCIGO yprPdvzci2 

Walk te ane art Take the lift up. 

Fr DPO4C13 “DPO4ICILS 
Pull both levers and bring the two Mudokons down when Throw a bone, flipthe = 
you return to e712. Leave them there and return to C15. lever, and return to C12, — 


Abe’s Exoddue 


— across the gaps, avoiding the falling boulder, and 
pull ce lever. Then hop back and take the lift down. 


B wPo COs 


Between boulders, hop to the right, then run/jump to 
the ledge to avoid the mine. Continue. 


B WPOL COF 
Sneak to the edge and lower yourself. Immediately 
run/jump to the ledge when the ‘ lig wakes up. Then 


pull the lever and stand right in front of it. When the 
Slig isn't looking, hop onto ‘the li ie 


BW POICLL 


Watch the movie, then go throug he door labeled "1 Annex." 


— Ete, run to the right an onto 


Abe’s Exoddus 


Walk left to the doorway and enter, then walk 
to the right. 


32 WPOZCO2 


Make it past the motion sensors while ; 
hopping over the mines. 


Bw?P02c03 
‘Get into the mine car an start rolling Epward. 


reach the end of the li 
__ mine car and go throug 


2O2COF 
the right, then climb and return here on the 
ath and continue left. 


POZCOS 
the Slig here and take him through the tele- 


OddyMeid: Abe’s Exoddus 


BWwPO3SCIS 

There are three levers on this screen. You must 
operate each of them to turn off the three elec- 
trical fields below. Obviously, you want to avoid 
the crates. Once you have turned off the electri- 
cal fields, head to the right along the bottom. 


BWPO3BCiIZ2 

Make your way up the platforms without being squashed 

and pull the lever at the top to open the barrier. Pick up 
some bones while you're there. Roll to bring the Mudokon to 
the lower path, where he'll be safe. Make your way across to 
the opening where the barrier was and enter the next area. 


es ene Rees eae Bonen. 


BWPOSCIL 

Go pull the lever to bring up the lift. This also starts some 
boulders falling. Bring the Mudokons down on the lift. Line 
them up behind you and time it so you roll under the boul- 
ders and they run after you. Now bring all three Mudokons 
back to this area on the bottom path and down the lift. 


RET PM ene TSE 


BWPOZSCIO 

Jump the gap and pull the lever, then call the Mudokons 
over to you. Tell them to stay where they are. Return to C11 
and make your way to the middle path via C12. 


~ 42WPO3ZCLII 
Go right and to the gap on the right of the area 
that leads down to C10. Climb down. 
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 BwrPro03C10 


Pull the lever to bring up the lift and ride it down. 


Sen eon MAE 


Exclusive Strategy Guide. - 


BWPIO3ZCO92 

Call the three Mudokons onto the lift and 

take them up to C10. After that, check out 
if you want. 


BWPOZCIO 
Chant to release all the Mudokons and gain 
the Shrykull power. Go up the lift. 


BW PO3SCLIL 

Chant to destroy all the mines and to clear the way to the 
exit to the right. Now make your way back up and to the 
right side and out to the next area. Be sure you've done 
everything you want to do here, because you can't.get 
back once you jump down the ledge to the right. 


BWPOBCLIZ 


Chant to free the Mudokons, then make your way to 
the exit door... Finally, you're done with Annex 7. 


BWPOSCLIZ BWPO4AC2Z4 

Walk to the right and Walk to the right again. 
> jump the gap in C18. 

Go in the door. 


BWPOLCOG 

Nasty place here, but nothing you can 
do except climb. Keep climbing until 
you reach C01. 


Oddwo ‘Abe’s Exoddus 


32 WPO4FCOG 
Roll under the saws and 
avoid the boulders. Go in 
door number 1. 


an idee: Pe mines on the upper path and 


Oddwteid: Abe’s Exoddus 


BWPOFACOS 


Back here again? Well, 


nothing to do but climb BwPoaozCdl 


one nore ume Enter door number 3/4. 


Bottler Deer 3/F 


BwPI4C1i2 
Sneak to the left. Careful not to wake up the nasty Slogs. 
S BWPO04C13 
Climb to the upper platforms and continue up. 
BWPROFCLIF 


Run and operate the wheel valve. Then return to C12. 


BWPO4CIZ2Z 


Walk under the left-hand platform and call the Slogs. 
Once they are running around, lift yourself onto the 


platform as they jump down to get you. Then jump from 
platform to platform and climb up. 


BWPO4CIS 
Make your way to the left and enter the door. 
Obviously, Abe, try not to get squashed. 


BwPOACIF 
Turn the wheel vaive. Then 
return the way you came. 


BWwWPO4ACIS 

To get back, run/jump from the first plat- 
form. Time it so you don't get hit. Be careful 
not to have any extra forward momentum 
when you land. Then crouch and roll off the 
edge to land on the lowest platform. Finally 
drop back down to C12. 


BWPO4ACIZ 

Throw a bone to the left. Throw high so it lands on 
the ground, then exit through the door while the 
Slogs are busy. 


BWPOFCICL 
One more door, all the way at the bottom... 
Climb down to C06. 


BWPOFCOG 


Enter the door marked 5. 


BwPO4CZ2Z1I 
Walk to the right. 


BWPOA4AC2ZZ 

Operate the wheel valve. Uh oh. Did you do 
something naughty? Here come the Slogs! Better 
return to C21 and jump in that well. 


> 
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BWPO4CZ3 : 

Slogs! Better run. Keep running until you 

— getto the ledge and the doorway in C25. 
You know what todo. . 


I2WPIEFCOL 
Run, rock 'n roll to the 
ht until you reach C04. 


he ledge 


i 


FCOG 
he mines onto the platform and 
ie well. But be ready for some _ 


possess the — 


to teleport. 
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ee eee : 
more Slogs. Keep giving the 
order to kill until the Slogs 
run out. Go down again. 


Now call for 
and have i 
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BWPrdI9ICICOSs 


Run to the right. 


BwPoveocis 


Roll under the saws and continue. 


BWPOICLIS 
Pull the lever to drop some drills on the 
Sligs, then jump in the well. 


? 9 Mudokons here and pull the lever. Re 
back to Fee 


‘ 


Exclus/eStrategy Guide 


Secret Feeco 2 
Start: FDP04.C04. 
Page 114 


I7=DPO4CO# 
When the Sligs aren't looking, sneak fgeward 
and climb down next to the bottles. 


- FDPO4CIS te, 
| From a position two steps to left of the ledge, hopto _ 
__ the ground when the Sligs ar 't looking, then quickly =" 
" roll into cover.’ Roll behind | +t lumn to the right, then et 
jump in the well when you ' a FF 


 FDPO4CI 9a 
_ First, get the Slog to follo N ye 
', to the next area. 


FDPOACLII 
Return to C19. Notice the cc 
_ The two pressure plates in 


Arap iP in C19 all the way to > the left. 
Now you can take the Mudokon back to 


Abe’s Exoddus 


' Secret Bonewerz 
Start: BWP07C06 
Page 113 
_BWPO07C06 


Walk to the left and push up on the 
: controller one step from the left wall. 


B WPO 7CLIO 
When the Slig is heading left, pull the lever_on the tele- 
pe oF er. immediately hop to the iG 8 and pal the next lever. 


B wPo 7CZO 


ran/jump to the right onto a ledge v with another porter and lever. Go. 


B WIPO 7C2 i 


Run off the reese intoa oe which 1 takes you to another teleport 


1d Sligs. Deposess the 
ludokons and free them. 


Secret Bonewerz 2 
Start: BWP07COS 
Page 115 


_Run/jump across the gap and 
pull the lever. Then Chant to free 
the Mudokons and‘return to 
C08, and from there to 07, on 
the upper path. _ 


Secret Bonewerz 
Start: BWP03C09 


‘send you back to the ledge on 
* the left. Drop off and you'll end 
up in a secret area. 


BwPIAsCZ2Z0 
Climb, hang, hop and ans When the SI 


ye et a Em 


Secret Bonewerz 4 
Start: BWP04C19 


Page 121 


WPOACLIO 
Jump the gap to the lower-right platform, 
then lower off the edge of it and drop. 


BWPOACZ—O 
Get all the Mudokons 
to the lower path and 
chant to free them. 
Then return to C19. 
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TO FEeEECO 


Back to Feeco again. This time is the last time, 
though, Abe. Shut down Feeco and then move on 
to the Brewery itself. You're almost there! 


“same to DWeliver! 


At this point, you have ccompleted both the Slig 
Barracks and Bonewerkz. From the Main Lobby, head 
down through C07 and C10 to C24. Enter the door 
labeled “Executive Office.” 


fDPLI1ICOL 

Make it to the door in the upper right, which takes you to fore- 
ground. Pull the lever to open the barrier in background. 
Return to background and run/roll to right. 


2 DPLICOZ2 
Run right along the top path avoiding the Flying Siig. 


2 DPLIICO3S 

Run to the right and don’t get killed. 

f-DP1IICOF# 

Pull the lever to open the barrier near the Ghost Trap and also 
drop some “baggage” on the Sligs below. Return to C02 


=DP11CO2 a 
Slap that trap, make it over to the left and chant, then run 
along bottom path to C04 and jump into the well. 


“DPIICOS . 
Walk through here, using the shadow areas. Make it to 
the lever in the upper right. Slap the Slig and pull the 
lever, then go to the right along the bottom path after the 
barrier drops. 


- ~ Exclusive Stratégy Guide 


IDPIICOG 
Wait until the Slig is on the left, hop to the 
lever and pull it to bring up a barrier. Walk to 
the right into the bathroom - Glukkon’s office. 


I DPII1ACOZS 
Jump onto the ledge and possess the Glukkon. Have 
him talk to the machine to teleport. 


“DPIICOG 
Call for help and use a Slig to open the barrier. Move 
on to the left. 


I DPIICOS 


Get the Sligs to kill each other. Then teleport to cos. 


I DPLIICOS 


Use the security fone. 


Use All a ya to and kill ‘em to make 
Sligs kill each other. 


I DPLIICOs 
Back as Abe, run as fast as you can back to C05 and 
into the door. 


I-"DPISCOZ2 
Run/jump to the left. 


FDi #1 S5SCOL 
Free 10 Mudokons, then go back through the door i in 


eee 
= 


= 
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Ce COs 


“DP0SCOl FDPOSCO2 


event the pee vane to | 


iene 


Tec him and jump down land in 


—DIP1OCO# 
Oh, no. Greeters! Make it past 
hem and continue to the left. 


IE DP10C05 


When the motion sensor is to the left, run and jump to the shelf as s fast as 
you can. lf you re pak “al make it. so aroun the door. os 


FDPOSCOS _ a 
Read the message on the Story Stone if y you like, o 
then run/jump to the left and keep climbing. - a = 


IF DPOSCO9D 

Pull the lever, then go grab a brew and possess a fart. 
Send it up to the next area and blow up the Chant 
Suppressor there. Now take the right-hand lift up. 


l-DPOSCIO 
Roll under the little cage and then possess the Flying 
Slig. Fly him to the right. 


a e id 


Oddworl { 


Secret Feeco 3 
Start: FDP02CO0S 
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I-=DPO2Z2CO9D Z “DPO2ZC tL 7 
Find the hidden ledge to the left of the — © t© the bottom and avoid a pair of 
area and climb down. greeters. Jump in the well. 


I=DPO2C23 
Just as the Slig reaches hi -most point, enter | 
the door and thei snea ‘him. Climb to the 
ledge. Don’t make him shoc ft. 


“DPOZC2ZZ . 
When both Sligs are turne 
ows. Then drop, again when 
Now sneak behind him to ti 


° 


turned, sneak, hoist and pu 


the bottom. You drop, too, 
safe again, sneak back to the 


Carefully shoot the Slig and 
_ depossess. or destroy the. Slig you 
"Rave in the saw in C24. Come get the 
; h the Saw in 


You know what'to do. This brewery has got to 
9°. But don’t expect it to be easy. The Brewery 
is the most diabolical place yet. Nasty, nasty 
Glukkons. We know you came it, Abe. Do it for 
all the Mudokons everywhere 


h 


Walkthrou 
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you Start in the background. Walk th 
walk to the right of the.area. Say "Hi't 
sleeping pantsless Slig. Then ‘diick.to the right. 


BRP GCO3 
Climb to the lever and 
pull it when the Slig 
comes into the area. 
Now possess the Slig | 
and take it up the lift. 


BRP1IGCO4 


When the other Slig turns its back, dock the lift and 
shoot. Depossess your Slig and come up here as Abe to 
down a brew. Return to C03. 


I32I2PIGCCOS 
Possess a fart and send it to CO2 and biow up the Chant 
Suppressor there. 


BRI 6oCO2 

Move to the background and possess the Glukkon. Walk 
it to the security machine and tell it to "Do it!" Walk to 
the right. _ 
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Brewery Hub 1 


This is the central nexus of the Brewery. You're almost there, Abe. Start with the 
door on the upper left. 


x E 


Zulag 1 


BRPOICOL 
Walk to the right. 


BRPIOICOZ2 
When the Slig is away, roll carefully across the trap doors. 

When you roll off the second trap door, you'll end up hanging 
off the ledge. Hoist up and carefully sneak behind the Slig to 
the next area. 


BRPOICO3 — | 
Join the Slig in the shadow, then, when he leaves, roll through 

the cage and carefully jump over the mine to hang off the ledge 
to the right. Keep going. 


- pat ileal Co4 
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I2POICOG 
Pull the lever to call a Glukkon. Possess the monster. 

Now you have a boss at your command. Use the Glukkon 
first to have one  Slig’kill-another, then get the remaining 
Slig to follow you onto the lift. Tell him to "Do it!" and go 
to the upper path. Take the Slig to the lef 


ay 

5 2222POICOS 
‘|. Make the Glukkon jump 
the gap. The Slig will not make it. Such a pity! Continue to 
the left. 


BRPOICOF 

Tell the machine to "Do it! That opens the barrier. If you 
need another Slig for some reason, yell "Help!" here. Tell 
the Slig to follow and continue to C02. 


AAS ASAT 


- Yell for help, then have the Slig ‘pull the ft ever to open the trap 
ior another Slig, have them face each, other, r, and tell 


# 


' them both to "Kill." Now depossess the Glukkon. $ oe a 


RPI COG aS 2 
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BRPOICOs 


Take them to the right and free them. Work the wheel, Abe, and return to the Hub. 


Zulas 2 | 
BRPO2ZCIG = 


Run to the right and through the door in C15. 


BRPO2 Coo 
Walk to the right and take the lift in C01 down past C02, to C03. 


oe 
ee 


BRIO2 Cos av 
Run past the electrical barrier when it's off and walk to the right 
along we lower Path. : 


} here. Possess one of them. If both 

Survived, use one to kill the other. 
Then use the Flying Slig to take out. 
ll the mines in the areas you just 


Toliow the cage to C12. Pull the 
electrical field and wait for an 
to appear and electroc 
the field and return-to.C ‘Now fly 
hand path all the way to C13. 
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Destroy the Flying Slig here and pull the lever. 
Depossess the Flying Sli¢ 


: ( Ifyou lose your Flying Slig for some 
reason, , yowrcan-male ¢ another appear — 
_by pulling the lever 7 mn 7 C08. 


BRPO2COS 


; Now, back in your own body, go to C03. 


BRPO2CO3 
Go to the right along the upper path to C04. 2 


BRPO2Z2CO4 
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BRP1I2ZCOF 

Roll when it's safe (that's a joke!) to the fourth drill, hesitate an 
instant, then roll under the rest of the drills and continue. 
Notice that the first three drills are in synch. 


BRP1I2CO5 | ae 

Roll under the drills and climb to the upper M 1dokons. Say 
"Sorry" to them to get them to stop, then show your sympathy 
to the others below, or continue along the upper path and come <i 
back to do that. Turn off all the saws in the previous areas, then take these Mudosnre 
back to C01, carefully getting them under the now slow-moving drills. 


BRPIZCALI = 

One of the Mudokons will stop by the left-hand wheel valve. Go | 

_ to the other, tell him to work, and then operate the right-hand : 
valve. Chant to release the Mudokons and you're outta here. 


Avoid the two Greeters and continue to the Fight. 


BRPI 8 COF 


|S Cr "i 
lect all the Mudokons ai (SOULE | 
» the upper tunnel. Nowndftip ¢ down. to the area 

below. The ledge is next to the out-of-order well. 


Zulag 4 


BRIPISCO 


Wait! Don't pull the lever yet. Mov: 


BRPISCOF . 
Jump the gap and roll to the Fight: 


a= 
=a 


BRP1ISCOS 


Pull the lever, then roll back to C07. Jump the So oo 
the Sloggies will fall. Return here and pull the second 
lever. Run to the right and hang. When the Slig drops to 


Oddworld: Abe’s 


Exoddus 


the bottom, climb up and possess him. Have him pull — ; 
the lever and immediately say "Here boy" to the Slogs 


and Sloggies, before they munch the Mudokon. Then a8 


ap into the’ shade 
orward 
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‘again when both Sligs are facing away. Keep this up until you reach the bottom, then 
go pull the lever to activate the well. When the Sligs aren't looking, hoist up and jump 
_ into the well. Run quickly through the door, because these Sligs will still shoot you if 


you linger. 


If you chant a moment, you'll freak out the 
Sligs and you can hop aeross the gaps and : 
climb the ledges without much trouble N 


: BR <4 lie Someta 


ose poor soins. Now leave © 
elow. — f 


oe the Slig. Use it to 
S) an ot rid of it. Return to co2. 


Wath 


right and greet the Mudokon in ' 
ou the healing power. Go back to C03. 


th 


Walkthrou 
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BRPIACOZ 
Sneak behind the two Sligs to the middle shadow and 
use the ring to drop them through the trap doors. Say 
"Sorry" to the Mudokonto.stop him from pulling the 

lever. Continue on the upper path. 


BI2P14C03 
‘Say "Sorry" to the Mudokon, then jump back to the e right. 

The Sloggies will follow. Tell the Mudokon to work to 

raise the barrier. Then stand in the middle, under the 

ring and tell the Mudokon to work again. Jump immedi- 

ately and pull the ring to drop the sorry little Sloggies 
through the trap door. Move to the left, again on the 

upper path. ao 


BRP14COL 

Run/jump to the left, releasing some bones, then onto the 
platform with the Mudokon. Run/jump back the other way, 
collect some bones, and throw to the left, right through 
the tube. Go pull the lever while the Slog is busy, the flip 
the lever again and throw a bone to the right. Run 2ack to 
C03 and use the trap door to get rid of the Slog. Ne 


BRP 
Position id ) ( 
work order ond ‘the door piitapen. 1 Now take them all back to C05 and chant to free 
Then return here and go through the door. Back at the Hub go through the final doo! 
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Zulag 6 


BIRPOSCIO 

Make your way up and to the left, then go through ape door in the next area. 
BRPOS COG 
Head to the right and through the next door. : 


 BRPOSCO3 

_ Make your way through the electrical fields. Go tell the 

- Mudokon who is operating them, "Sorry," and then pull the ring 
to lower the barrier. Take the Mudokons to the next area.. 


BRPOSCO2 
‘(Chant to free the Mudokons, then go ae the teleporter. 
to the left. : 


toa 1 serious db cesales and com- 
udokons here and take the lift to C04. 
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BIRPOSCOF 

Position the Mudokons on the right-hand trap door, tell 
them to wait, then go back down the well in C05 and pull 
the lever in C09. Then'you. an take them to freedom in 
C08. Return here on the upper path nd turn the wheel 


Zulas 7 


I32I2POGCOL 

Get under the saws, then Call the blind Mudokon. If your tim- 
ing is good, he can Clear the first saw easily. If not, tell him to 
wait and guide him step by step past the saws and go right. 


3IRPOGCOZ2 
Collect the second Mudokon and bring the two down to the 
next path and leave them there. Take the lift down again. 


BIRPOGCLIL 


Carefully oe, the lift past the horizontal saw, then 


Take the three Mudokons. to > the right. 


BR 2>06CO3 


Grab some bones from the sack and go down, 


BRPOS COS 


h 


diately throw 
te ,? ull it to 


Walkthrou 
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BRPOGCCOS 
yet again. This time head to the right. 


BRPOGCOD 
Get the Mudokons on the lift and go up. Then head to the right. 


BRPOGCIO =. ‘ 
Chant to free the three Mudokons and gain the Shrykull power. 
Head back to CO9 and down on the lift. 


BRPOGCIZ 
Three slobbering Slogs. Give 'em a taste Shrykull and then 
head to the right. ems: 
BRPOGCI3 ae \ 


Free the five Mudokons and return to C10. Turn the wheel and you' re done here. 


see over the Sloggie and contin 1e-t0 
A . 


a nd the Sloggie. Continue to co2. 


‘h 


a 
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ie a etamade from the right off the wall 


BRPOSCO2 
Fly up where the arrow is. —  o 


wv 


Pull the lever to lower the barrier and blow up the 
Sloggies here and in C08. Fly down into the cage in C02 
- and pull the lever to release the Mudokon from the cage. 


BIRPOSBCOAOS 
Pull the lever and blow up the Slogs, then fly down to C03 to pull the lever and release the 
Mudokon. Go back up and continue to the right. ee 


BRPOZCO9 = 
Pull the lever, then fly down and release another 
Mudokon. . 


BRPOZC1IO 


ae aa 


pO 
« Taito S THIS 


Chant to free the Mudokotis. Some Sloggies Will wake = ee 
finally, andgive e chase, but yoy can ea 


kont to > work. He'll pull the lever to open the ap fort to the left. 


C Afely ir nm a couple of welis.* 
- a 


5 


Sw 


NR ea arta al hs 


EP eR ON TT ee ee PT ee ere een Tee 


ee Te 
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BRP1IS7COG 

Carefully lower yourself when the Slig isn't looking and 
sneak quickly to the shadow. When the Slig has his 
back turned, roll to the shadow > 
area next to the Brew Dispenser. 
Again, when a Slig isn't look- 
ing, grab a brew, then roll back 
to the shadow and climb to the 
ledge again. Fart directly under 
the Chant Suppressor and 
crouch in the corner while it 
blows up. Now it's your turn for 
action. Possess the Slig and get rid of him. Now send 
farts up the long shaft and take out the Sligs on each 
floor, except Floor 3 (C05). Leave that Slig alone. 
Finally, pull the lever to activate the well and jump in. 


Glukkon to open this trap door. Good | 
re mont ® here. ret position the 


thing the Executive Offic 
Mudokons on the trap 


sor in c09. 9. Return to CO9. 


pes rs 
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BRPISCOsS 
What do you know? Have the Glukkon talk to the machine 
and the trap door will open. 


Have the Glukkon open another trap ) door and drop through. 
BRP1 7CO05 - ‘i i fe 


Be n't destroy the Slig here, you can have the 
Glukkon nnfake it pull the lever to open the trap door. Then 
walk the Glukkon down and use the machine to open anoth- 

-_ er trap door. Walk him down again, but have the Slig follow 
and drop down the trap doors, too. 


BRPISCOG J 
One more machine to talk to. One more trap door, then _ 
depossess the Glukkon, leaving the Slig at the bottom of th 


BRP17CO9 


Done here. Return to C13 and through the door. 


BIRPI 7CO3 , 
Now go ae the left-hand door. - 


BRPI1 7C0s 


z 


BRP17C10° 
~ Walk to the left. 
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IBIRPISCLIA 
Pull the lever and run/jump to the ledge, then pos- 
sess the Glukkon. Take the Glukkon down to the 
machine and open the trap door. Call the Slig and 
have it fall through. One Slig down. One Slig to go. 
Move to C10. G 


aliticnin- 
— 


BRP 7COS ~ a” 
Rejoin your Mudokons, who should be waiting in 
C04 by now. © 


R 


BRP17CO4 


gone the Mudokons all the way down to C07, collect- 


Operate the wheel valve and when 
exit. You'll return to the hub. 
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BRPIOCIS 
Run to the right until You reach | co4. 


First, go through the door and pull the lever in C05 to 

turn off the electrical fields. Return here and jump on the 
ledge and pull the lever. Possess the Slig and run him to. 
the right. Keep running until you reach co7. 


BRIP1OCO7 
Shoot the Sligs and move on. 


BIRPIO“ 
Use the lift to go 


BRPIO 


BRP1001 10 
Walk the Slig to the left, _ 
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BIRPIOCO# 

Finally, this Slig's odyssey is almost over. When he 
pulls the lever to the right, the electrical field disap- 
pears... oh, but all those saws start. Look's like Abe's 
got quite a journey ahead of him. Jump down and 
head to the . Go all the way to C08, rolling 
under the saws. a ; 


¥" Fiheconece unde 


‘isi 
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y 


wel place grenade finist 


+ C06 
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: | BRPO9CO09 
Take out the Flying Slig before he gets yours. Pull the lever 
and then depossess. 


| BRPO9COI ae 
Possess another Flying Slig and have him pull the lever in co2- 


> to raise the lift, then depossess him and head that way, =~ 


wan 
Neen 


BRPO9CO2 : ‘ 
k to the Mudokon to get the healtal power and then go 
Heal the Mudokons in C03, C04, and C05. Then take 
all the way to C08. Roll from cover to cover when the 
backs ar are oe mee oe Saal 
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BRPIICOS 

Roll, then sneak behind the Slig and climb the ledges. 
Possess the Slig and ‘him go. Send a possessed fart to 
the left and destroy the S! 


in C04. Get another brew and 
continue. 


BIRP1ICO#L 
“Climb the ledges and 
_turn the wheel. Drop through the gap where th 
points down. 


BRPIICOG 
Say "Hi" to the nice Sloggies. Get them alll rit 
_ sess another fart and send it to the tig 
top Slig there. Continue that way. 


BRPIl 
Use the Sloc 
barrier. Nea 


COG 
the wel on th fo the area. 
BRPIIGOS | ‘ 
Say hi to the Mudokon to gai in the healing power and 
make youngesty coo. «2. | a 


Oe NN ee OI Ie EL RE Nee Sa ee IR Ea AT Te ee eT 
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BRPZOCLIL 
I wonder what's off to the right? 


EIRP ZOC. 
Whoa! Mines. Well, that's what 
When the carnage is over, duck into 
‘to Zulag 13. 


Zulag. 13 
BRPISCOL ~~ 


Drop down and we in the shadow area. Then sneak 
behind the Slig to the next area. 


BRP: 
With perfe 
when the r 


BRPI5COS: = *, 
Jump onto\the ledge and double bac 
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BMPOI1CO4 
Roll off the ledge and ente ; 


h 


Walkthrou 
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BMPOICO3 

Roll under the saws and disarm each bomb. Then say 
"Sorry" to the Mudok 1d roll back under the saws. 
Make the Mudokon’ step and then work. 
Operate the wheel valve, then get him. follow you back 
to C04, 


“4 
* 


IBMPOICOS 

Get the Mudokon across the lifts without losing him. 
When the lifts are together, run to the right. He'll run, too. 
Take him down with you. 


BMPOICOG —, 
Operate the wheel valves and enter the doorway. Run to” 
the left in the background. 


BMPROICOsS 
Roll to the doorway and enter before you get blown up. 
Back in the for round, run to the right. 
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BMPOICOZ 
Chant to free the Mudokons and gain the Shyrkull 
power. Run/roll back to the left. — 


BMP OL Ciao 

Do it,Abe. Use the Shrykull to 
clear this area. Go turn the 
wheel valve and... you made it! 
Now you get to watch the fun. 
Or, maybe not. What happens 
now depends on how many 
Mudokons you Saved. If you’ 
saved fewer than 150, youre in deep Mudokon doo. 
If you saved more, but didn’t get all of them -— you 
get a special treat. And if you saved all 300 
Mudokons - well, you know you’re more than cool! 
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Save the Mudokons! 


"Good. brew can’t be made from 
bones alone =,You've got to 


: ~ Brewexy 2 and discover the 
Glukkons= secret ingredient. You 

> can bet it’s something nasty, and 
it involves your Mudokon friends. 
Save the Mudokons and wreak 
havoc on the Glukkons. It’s the 

_ right thing to do. 


Complete walkthrough of all levels 


e Possess Scrahs, Paramites, 
and Glukkons” — 
-e Give Sligs a good slap 
we ° Solve all puzzies — 
Sa e Discover all secret location 


t Oc dworld: Abe’s Exoddus"—Exclusive Strategy 
Guid and uate your skinny-loined friend save the day. 
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